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A comprehensive look 
at this fall's biggest 
video-game releases 
including Call of Duty: 
Black Ops, Assassin's 
Creed: Brotherhood, 
and Halo: Reach, along 
with the Microsoft 
Kinect and PlayStation 
Move peripherals. 


Is it the Suit? 


The Canadian inventor of the 
“real-life Halo suit” discusses 
suicide, RoboCop, future warfare, 
and drawing inspiration from 
video games when designing 

his futuristic outfits. 
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Samsung, Dan Marino and our partners are helping 
to brighten the picture for children with Autism. 


Samsung Hope for Children and Dan Marino have teamed up to make a difference in the community. 
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When I was in high school back in the early 
90s, I had friends who would pirate Amiga 500 
games for me. I never really felt great about 
having or playing the pirated games, and later, 
when I read several articles in video-game 
magazines and found out how much pirating 
really hurts video-game developers and pub- 
lishers, I threw them all away and have paid 
for every video game I’ve owned since then. 

If you're passionate about video games 
and you want developers to continue produc- 
ing new, innovative titles, then the worst 
thing you can do is pirate. If you can’t afford 
a game at the moment, find a way to earn the 
money needed to purchase it. If someone 
is smart enough to pirate games then they 
shouldn’t have any problem finding a way to 
earn enough money to purchase said games 
legitimately. Coconuts-via GamePro.com 


November I. 


I think the prospect of video-game piracy is 

a double-edged sword, as, yes, while the lost 
sales most definitely hurt developers and pub- 
lishers, video-game pirates are heightening 


(R AP l C)) ie ann sg the games’ visibility by telling other gamers, 


pirates or not, about their existence. 


: — But video-game piracy is a far cry from mu- 
le [ Quite 6 | | 2 sic piracy. Musicians, I feel, have much more 
flexibility than video-game developers. Musi- 


In response to “The Cost of Piracy” cians make royalties with radio-station plays, 


music videos, live-concert performances, and 


by Oliver Chiang [GamePro #262, July 2010] a minor percentage of album sales, where 


video-game developers only have their initial 
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The bottom line is we, as gamers, are far 


and developers, as many g rs tend to pirate games they too selfish. No one thinks they’re going to be 
would never actually pay fc fori In the first place. The problem ‘the one” to break or kill a company when, in 
actually tends to trend mee’ ds the c quality of said games. Lhe Ei 
, e Rezarecshun-via GamePro.com 
ook at the noticeable lack of order to play a game, which, in the end, 
g00C rnew PC games on store drives them away. hinle Plavere 
shelves and youll see what | twin in tis situation, In response to “Too Much?” by Jim 


mean. Game co omp Janies perceive 
piracy as lost revenue 2y eit] 


rive game Companies out Sterling [GamePro #262, Sale 2010] 
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g the process of PC game development a 
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eePeople tend to 
Stick with one or two 4 
multiplayer games 
that they really en- 
joy, and that leaves 
gamers who want to 
play multiplayer ina 
good but otherwise 
obscure title out in 
the cold. 


Ty) NOCKSIAR GAMES 


Da REDDEAD’ 
© REDEMPTION 


two multiplayer games that they really enjoy, 
and that leaves gamers who want to play 
multiplayer in a good but otherwise obscure 
title—The Chronicles of Riddick: Assault on 
Dark Athena comes to mind—out in the cold. 

I feel it would greatly serve developers and 
publishers to become more involved with their 
communities, even actively setting aside “play 
dates” with gamers that bought their products 
and urge them to play together. It would be a 
shame to plunk down $60 on the forthcoming 
Tron: Evolution, and then not have anyone to 
play light-cycles with. Vix-via email 


In response to “A New Dimension for 
Sequels” by Geoff Keighley 
[GamePro #259, April 2010] 
I’ve always felt that video-game sequels tend 
to be much better than the originals. Unlike 
conventional movie sequels, which can 
sometimes be better but often disappoint, 
video-game sequels have a way of taking what 
worked in the original, tweaking what didn’t, 
and ending up a better, more polished game. 
Of course, some sequels that didn’t work 
no matter what (ahem, Bubsy 3D), but even 
in the old days of 8- and 16-bit games, a series 
only got better as it progressed, and I still feel 
that the same holds true today—especially in 
this age of downloadable content. 
Sammykewlguy-via GamePro.com 


I don’t think the mainstream market 

would buy into many of his proposed ideas. 
Storylines in video games have never been 
great, and the ones that were (Deux Ex, I’m 
looking at you), went over most peoples’ 
heads. Sure, story is a vital factor and a big 
selling point in video games, but addictive and 
entertaining gameplay is what keeps bringing 
people back. Slinden-via Digg.com 
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I think more should have been said about 
the effect on prices and the justification 
by the Federal Trade Commission of the 
EB Games/GameStop merger from a few 
years ago. Despite that most of GameStop’s 
profits come from used-game sales, and they 
acknowledge that such a deal would create 

a virtual monopoly on the used video-game 
market, the FTC allowed it on the grounds 
that the companies’ new game sales combined 
would be similar to Wal-Mart’s, and thus not a 
danger to competition and the consumer. 

The fact no retailer has been able to make 
so much as a scratch in GameStop’s used sales 
illustrates their near-absolute hold on a very 
lucrative aspect of the video-game business, 
which affects both consumers and developers. 
Fat_bot-via GamePro.com 
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Visit www.eset.com/tron for your chance 
to win an ESET-protected Dell computer, 
LED TV, Tron merchandise, movie tickets 


Internet Security and more — $25,000 in prizes. 


Dell model shown may not be the exact -modet awarded in the sweepstakes. The actual prize will be of — or greater value. No purchase necessary to enter or 
win. Void where prohibited. Open to legal residents of the 50 United States (including District of Columbia), 18 years of age or older. For entry elect ane full Official — 
Rules, visit www. eset. cOnynan: pone ends 2/28/11. bes 2010 a ESE), Lic: 610 WAsh Street, E Suite 1900, San Diego. CA a =e 2 


DATA /// POLL 


Elevate your 
comfort level. 


Question: 


7 2 
What's your take on 
video-game piracy? 
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It’s definitely hurting developers and publishers, but 
probably not as much as we're led to believe: 
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Stealing is stealing, no matter 


how you sugarcoat it: 
IO 
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No question—it’s the cancer 
that’s killing gaming: 


Meh, if you can’t afford it, and there’s 
really not much of an alternative... 
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Do you see how much money those publishers 
make? What’s one download, right? 
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Warthog Wheelman: 
Just got my new issue. 
Completely brilliant change 
to the Reviews section. 5/5 


brianmtaylor: 

New @GamePro arrived this 
morning. Stoked to check 
out the new Reviews format. 


noahkrueger: 

Actually reading a physical 
magazine in bed, but only 
because it has an article on 


stars to you, good sirs and the upcoming GoldenEye 
madams. Juanchitomayor: reboot. 

Congrats to @GamePro; 
polygrafix: the Alice: Madness Returns Follow GameProon Twitter 
Love the magazine's new issue sold out at my local twittercom/gamepro 
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The saving 
Grace Of 


it.Trip Runner 
wants to destroy 
you. The game’s 
collection of 
‘flying spheres, 

= bug-eyed 
creatures, and subterranean 
water pipes do everything 

in their power to stop your 
forward progress. And in 

a game where unceasing 
forward momentum becomes 
as imperative as breathing, 
such obstacles are akin to bad 
cholesterol or a family history 
of congenital heart failure: In 
the end, they will get you. 

And yet developer Gaijin 
Games’ fourth title in their 
Bit. Trip series for WiiWare 
is ultimately their most 
hopeful effort. For all the 
teeth-gnashing difficulty of 
their previous games, Bit.Trip 
Runner is at once the most 
masochistic and, well, saintly. 

I say this not only because 
the player for the first time 
controls series protagonist 
Commander Video himself, 
allowing for a more direct con- 
nection between player input 
and the onscreen chaos. No, 
the real saving grace of Runner 
is the design choice to elimi- 
nate “Game Over” screens. As 
often as you die, you can never 
fully perish. You always receive 
a second chance. Sure, because 
of this you feel the pain of end- 
less frustration more vividly. 
But within this lack of choice 
exists an extension of—dare 
I say it?—love, offered to you 
when all else seems futile. 

In the first Bit. Trip 
game, Bit.Trip Beat, seem- 
ingly random dots fly at you in 
mind-warping patterns. If you 
miss enough of them, you fail, 


tip SALI ee 


leaving you feeling miserable 
and slightly nauseous—but 
also exhilarated. That, you 
think, was insane. In Bit. 

Trip Runner, your little black 
stickman runs and runs and 
more often than not falls into 
a pit or smacks into a wall. 
Unlike Beat, your failure hurts 
this time, because instead of 
losing at an abstract game 

of acid-laced Pong, you see 
yourself fall, over and over 
again. Where Gaijin Games 


simple death and bbom—you're 
back on your feet, running 
forward into that familiar, 
impenetrable landscape. The 
genius of Bit.Trip Runner's 
design is in this constant 
feedback loop. The game almost 
rewards you with your utter 
failure at competence. To beat 
the game is not to win; to beat 
the game is to deny yourself the 
satisfaction of playing, losing, 
and trying all over again. 

As gamers—and as people— 
we are all inherently flawed. Bit. 
Trip Runner knows this, lays its 
sweaty palm on our foreheads, 
and says, “That’s okay.” To be 
loved in such a state of medioc- 
rity is a rare gift, one too many 
are without. 

You might think that the 
Bit.Trip games are unfair, soul- 
punishing affairs of cruelty. 
And you'd be right. But with 
their most recent gem, the 
minds at Gaijin Games have not 
only delivered gamers a retro- 
fantasia of light, sound, and 
rhythm, they have delivered us 
from our own lacking selves. 
They have showed us that one 


6 NO, THE REAL SAVING GRACE OF RUNNER IS 
THE DESIGN CHOICE TO ELIMINATE ‘GAME 
OVER’ SCREENS. AS OF TEN AS YOU DIE, YOU 
CAN NEVER FULLY PERISH. YOU ALWAYS 
RECEIVE A SECOND CHANCE. 9 


turns what might be a dis- 
tressing case for suicide into 
a reverie for hope, however, is 
in their decision to automati- 
cally thrust the player back 

to the beginning of the stage 
immediately after they make 
a mistake. 

In the midst of Runner’s 
apocalyptic wasteland of forgot- 
ten garbage and graffiti-covered 
walls, you will fall—and fail 
repeatedly. But you will run 
again. The binary lords of the 
Bit.Trip realm witness your tri- 
als. They observe your constant 
search for...what, exactly? This 
remains unclear. But the desti- 
nation lacks importance. They 
acknowledge your persistence, 
your undying push to just keep 
going. And for this, they absolve 
you of your gaming sins. Press 
Start to continue. 

Only in Bit.Trip Runner, you 
need not even press Start. Die a 


can find grace even in defeat. 
They realize that, in the end, 
we all lose. But what’s most 
important is playing the game. 
Jon Irwin has followed the 
video-game industry since 
Volume 5, Issue #5 of GamePro 
(May 1993), but that doesn’t stop 
his girlfriend from beating him 
senseless in Dr. Mario. He now 
teaches composition in Boston 
and contributes to various jour- 
nals and magazines nationwide. 
You may read more about Irwin 
at www.Jonirwinls.net. 

This is the eighth piece from our 
ongoing relationship with online 
gaming community Bitmob. 
com. Every month we select the 
best editorial submitted to the 
community and publish it here 
in GamePro. To participate, join 
the Bitmob community and start 
submitting stories. 
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| his isa big 

© year for music 
~ games. The 
Guitar Hero 
and Rock Band 
franchises 
— both settled into their 
respective grooves, running 
fairly close together and 
roughly parallel to each other. 
But those paths are about to 
diverge pretty sharply, thanks 
to some serious overhauling of 
both franchises. 

The designers of Rock Band 
3 and Guitar Hero: Warriors 
of Rock may not have gone all 
the way back to the drawing 
board for this year’s releases, 
but they’ve certainly stepped 
back into the drafting room. 
Both franchises are doubling 
down, crafting new products 
that emphasize the differences 
between the two series, and 
taking big gambles that they've 
got an accurate bead on their 
respective fan bases. 

Rock Band 3 is diving head- 
first into territory only hinted 
at in any previous Harmonix 
product: The new Pro mode 
actually teaches gamers to play 
real instruments. We've come 
close on drums in previous 
music games, but this is the 
first time gamers can play what 
amounts to pretty much a real 
guitar—and keyboard. The 
designers talk about tricking 
people into learning an instru- 
ment through entertaining 
gameplay, but the title will 
at the very least blur the line 
between music game and music- 
instruction tool. 

Warriors of Rock, on the 
other hand, is moving in almost 
exactly the opposite direction. 
Instead of trying to make 
Guitar Hero more realistic, the 
designers are playing up the 
over-the-top fantasy elements 
that have been a staple of metal 


and hard rock for decades. The 
game is getting an honest- 
to-goodness story, a suite 
of ridiculous characters and 
insane power-ups, and a track 
list much more sharply skewed 
toward heavy, challenging tunes 
than the schizophrenic Guitar 
Hero 5 soundtrack. Plus, no 
new instruments are required. 

If you ask me, these are smart 
moves from both franchises. By 
sharply differentiating them- 
selves from the competition, 
Guitar Hero and Rock Band set 
up a scenario where consumers 
might be more inclined to buy 
both games rather than picking 
one or the other. The franchises 
now offer different experiences, 
and that could translate into 
less of a feeling of buying the 
same game twice. 

But this approach is not 
without major risks. Rock 


giving to music games. A rep 
for peripheral manufacturer 
Mad Catz (now the official 
controller provider for Rock 
Band) told me at E3 that the 
company has no plans to 
release any instrument bundles 
beyond the $130 package that 
includes the game and the 
new keyboard. Even “big-box” 
stores like Wal-Mart and Best 
Buy have become unwilling to 
devote enough shelf space to 
monstrous bundles to make 
them worthwhile. 

Meanwhile, Warriors of 
Rock has already been taking 
flak for its Briital Legend vibe, 
and its lack of refinements 
to the core gameplay of the 
series (the only real addition is 
sustained open-notes—hardly 
a marquee feature). If that 
Mad Catz rep is correct, 
Activision isn’t too concerned 
about it; Warriors of Rock is 
available in both guitar and 
full-band bundles, which could 
translate into a bigger loss 
if the game sells below the 
company’s expectations. 

So it’s a gamble. If either 
franchise misjudges their 
audience badly enough, we 
could have one (or two) 
stupendous flops on our hands. 
The repercussions could spread 
through the whole games 
industry—after all, look at all 


6 GUITAR HERO AND ROCK BAND SET UPA 
SCENARIO WHERE CONSUMERS MIGHT BE 
INCLINED TO BUY BOTH GAMES RATHER 
THAN PICKING ONE OR THE OTHER. 9 


Band 3 fully supports older 
instruments, but in order to 
get anything out of Pro mode 
(or the new keyboard tracks), 
you have to shell out some 
considerable cash for new 
peripherals: $40 for a cymbal 
add-on, $80 for a keyboard, and 
a minimum of $150 for a guitar 
suitable for Pro mode. 

This comes at a time when 
the music-game market is—at 
the very least—softening. 
Sales of last year’s big titles 
fell below expectations, and 
this year’s Green Day: Rock 
Band sold an astonishingly few 
82,000 units in its first month 
of release, according to a report 
by industry site Gamasutra. 

In response, retailers are 
limiting the space they’re 


the doom and gloom 2009's 
mediocre sales spawned. 

But if their overseers have 
guessed right, Rock Band and 
Guitar Hero may just move 
the genre into a new echelon 
of success, a place where both 
franchises can peacefully coexist, 
with fans happily picking up 
both games for the individual— 
and distinct—experiences they 
provide. I don’t know about you, 
but that’s what I'm rooting for. 
Joe Rybicki is a freelance 
writer who has spent the last 13 
years covering the video-game 
industry. He currently runs Plastic 
Axe, a blog about music games. 
Visit him at www.plasticaxe.com 
and follow him on Twitter at 
www.twitter.com/plasticaxe. 
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How Appie’s App store 
and downloadable games 
have redefined 15 years 


of progress. 


’m fond of gaming on 
my iPhone for many 
reasons. It’s conve- 
nient; it’s easy; it’s ulti- 
mately pretty cheap; I 
can access new content 
from anywhere; my kids love 

it; my wife loves it; and even my 
mom loves it. All of these have 
been ample fodder for editori- 
als like this since Apple’s App 
store first launched a couple of 
years ago, but there’s another 
powerful motivation for me, too: 
nostalgia. Not for specific experi- 
ences, but for a very specific 
period in gaming history and 
the creative fire that burned at 
the time. For me, games on iOS 
devices, and by extension all mo- 
bile, social, and download-only 
games, remind me of a simpler 
time and of a road less traveled 
in the game-development world 
that is thankfully now being 
rediscovered and explored with 
some gusto. 

I've been gaming since pretty 
much the beginning. My first 
experience involved analog 
paddles and a black-and-white 
screen, and I spent a number of 
years buying games on cassette. 
Growing up and reading about 
games in magazines and in 


- occasionally distributed printed 


newsletters from studios 
provided insight into a creative 
world dominated by true 
auteurs. These men and women 
were all trailblazers—and true 
artists. Collectively, their vision 
for what was possible with the 
medium led to the creation of 
many of the building blocks of 
an entire industry. Growing up 
in the U.K., my early days were 
dominated by names like Jeff 
Minter (Attack of the Mutant 
Camels), Jon Hare (Sensible 


Soccer), Charles Cecil (Beneath 
a Steel Sky), and Andrew Bray- 
brook (Paradroid) before I later 
discovered the delights of Ro- 
berta Williams (King’s Quest), 
Richard Garriott (Ultima), Peter 
Molyneux (Populous), Shigeru 
Miyamoto (Mario), and Hideo 
Kojima (Metal Gear). This was 

a time when Electronic Arts 
branded itself as a collection of 
“electronic artists, where the 
visionaries were so important to 
the mission of the company that 
they were all featured like rock 
stars in the 1982 ad campaign 
dubbed “We see farther.” Indi- 
vidual designers wielded a huge 
amount of creative power in the 
’80s and early 90s, and their 


If you want to be melodra- 
matic about it, gaming lost 
its soul, and along the way it 
lost many of its auteurs, too. 
Many of the names mentioned 
here are still in circulation 
today—Braben, for instance, 
has left creating vast, epic space 
adventures behind and is now 
teaching baby tigers to lick your 
TV screen in Kinectimals for 
Microsoft—but in most cases, 
their influence is diminished as 
they’ve adapted to giant teams 
and megabudgets. 

This brings me back to my 
love of iPhone games. A year ago 
I interviewed Cecil and Gibbons 
about their “remastering” of 
Beneath a Steel Sky for iPhone, 
and both commented that the 
downloadable content and App- 
store market had turned the 
clock back 15 years and pushed 
the industry down the path it 
had otherwise forsaken. Be- 
cause you can build a very good 
iPhone, Android, PC download, 
Xbox Live Arcade, or PSN game 
with a small team and small 
budget means many auteurs, 
old and new, are coming out 
of the woodwork. Two people 
made Beneath a Steel Sky for 
iPhone; a four-person team built 
Joe Danger for PSN; and the 
IGF-winning Osmos was also 
the result of just four people. 
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vision extended to every aspect 
of the experiences they created. 
They weren't just building levels 
or making characters—they 
were affecting everything from 
the art to the logic, the technol- 
ogy, and even the music. 

Sadly, by the mid-’90s, and 
particularly with the advent 
of the PlayStation and games 
developed for 3D hardware 
and CD-ROM, this started to 
change. Teams were forced to 
expand due to the technical and 
artistic demands imposed upon 
them by the vastly more power- 
ful hardware, budgets expanded, 
and publishers like EA stopped 
celebrating individual “artists” 
and positioned the creation of 
games as a vast democratized 
process led by armies of produc- 
ers and associated producers. 


The current darling of the App 
store, Angry Birds, was put 
together by an 11-person group 
in Finland and has now sold 7 
million copies. 

Creative control is back in the 
hands of the visionaries at this 
end of the market, and we’re 
seeing more imagination, inno- 
vation, and audacity as a result. 
Long may it last. 

John Davison has been writing 
about video games for over 20 
years. He began his career by 
covering early Atari ST and PC 
titles in the United Kingdom. 
Since then he has written about 
games on every platform and 
has shared his views everywhere 
from The Today Show and Good 
Morning America fo EGM and 
GamePro, 
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A good month for new games, plus an 
important month for video-game history 
buffs. The Atari 2600 launched this month, 


33 years ago. 
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The Social Network, the 
movie about Facebook, is 
in theaters today. 


10/5/ 10 


The Game Depdlonets 
Conference Online begins in 
Austin, TX. Speakers include 


folks from Bungie, Harmonix, 


2K, Zynga, KingsIsle, and 
many more. Of particular 
interest is the “Game 
Narrative Summit” which 
runs today and tomorrow. 
Guest speakers tackle all 


aspects of storytelling in 


games, including writing 
scripts for console, ARGs, 
and Facebook games. Watch 
for news from the event at 
GamePro.com. Looking for 

a scary Halloween movie for 
the end of the month? The 
Exorcist debuts on Blu-ray 
today, and it includes the 
1973 original cut and 2000's 
The Version You've Never Seen. 
Revenge epic Mad Max is also 
available on Blu-ray today. 
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Matt Daman is NOW w 40, 
Sigourney Weaver is still 
looking good at 61, and Paul 
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“Crocodile Dundee” Hogan is 
71. Maybe they could all go 
to see the delightful-looking 
remake of the controversial 
revenge-themed horror flick 


I Spit On Your Grave, which 
releases today. 
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Video Games Live plays in 
Rio de Janeiro, Brazil at the 
Canecao tonight. 
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Medial Cra, EA's ee 
budget reboot of the storied 
historical first-person shooter 
franchise ships out today, as 
does the Dragon Age: Origins 
Ultimate Edition, Konami's 
Lucha Libre AAA: Heroes del 
Ring, and Namco Bandai's 
Enslaved. Growing Pains star 
Kirk Cameron turns 40 today, 
and Hugh Jackman is 42. 
They share a birthday with 
erstwhile Computer Gaming 
World editor, brodeo-host, 
and EA.com editor in chief 
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Jeff Green, who is far more 
important (obviously). 


erie | Cohen (that’s 
Borat, Ali G, and Bruno in 
case you re not aware) turns 


— 39 today. 
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A big ce in video -game | 


| history: the Atari 2600 (called 


the VCS at the time) first hit 
North American stores this 


| day in 1977 for $199. The 


- console came bundled with 


two single-button joysticks, 
a pair of analog paddle 
controllers, and the Combat 
cartridge. It went on to sell 


~ over 30 million units and 


became a brand synonymous 
with video games. The 
biggest-selling game over the 
course of the console’s life 
was the March 1982 release 
of Pac-Man, which sold 7 
million units. Atari pioneered 
the idea of repackaging an old 
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console as a “slim” version 
in 1984 with the release of 
the Atari 2600 Jr., the same 
hardware in a much smaller 
and cheaper package. The 
device line wasn’t officially 
retired until January 1992. 
This makes it (so far) the 
longest-lived home video- 
game console in the U.S. 
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On this eee in 1992, ‘Sega fi fst 
released the Sega CD add-on 
for the Genesis for $299. It 
came packed with a variety of 
games, including Sol Feace, 
Sherlock Holmes: Consulting 
Detective, two sampler discs, 
and a collection of popular 
Genesis games on a single 
CD. It sold out very quickly. 
This was when selling 50,000 
units of something was still 


considered a big deal. 
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Fallout: New ane isin 
stores today, alongside DJ 
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Hero 2, Vanquish, and EA 
Sports MMA. Francis Ford 
Coppola’s Apocalypse Now 
debuts on Blu-ray in two 
versions (each has the 1979 
and Redux cut); the Full 
Disclosure Edition includes 
the acclaimed documentary 
Hearts of Darkness: A 
Filmmaker's Apocalypse. Just 
in time for Halloween, Alfred 
Hitchcock's classic Psycho hits 
Blu-ray and DVD in a 50th 
Anniversary Edition. 


10/ 21/ 10 


fag you <r it? Princesa 
Leia actress Carrie Fisher is 
now 54. In our minds she'll 
always be in her early 20s and 
wearing that “special” outfit 
from Return of the Jedi. 
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eiidiateek Lloyd i is now "72, 
Jeff Goldblum is 58. They 
share a birthday with two 
contributors and friends of 


GamePro, Leigh Alexander 
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(news editor at Gamasutra) 
and Xav De Matos (news edi- 
tor at Shacknews.) The Saw 
franchise goes 3D with the 
theatrical release of Saw 3D. 
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The booed aniston: MMO 
Lego Universe officially clicks 
on today. Don't be fooled by 
its toy-like appearance, this 
thing is deep. Also, LucasArts 
unleashes the follow-up to the 
best-selling Star Wars game of 
all time, The Force Unleashed 
Il. Grand Theft Auto: San An- 
dreas was released this day in 
2004 and, despite (or perhaps 
because of) being plagued 

by controversy, went on to 
become the biggest-selling 
PlayStation 2 game, with 17.3 
million units sold for that 
system alone. According to the 
Guinness World Records or- 
ganization, San Andreas is cur- 
rently the third biggest-selling 
video game of all time. On the 
home-video front, Venture 
Bros. Season 4: Volume 1 is out 


on DVD, and the Back to the 
Future trilogy hits Blu-ray in a 
25th Anniversary Edition. 


10/ 28/ 10 


J oaquin i hsenis edeonae 
his 36th birthday by getting 
a little weird (probably). 
Meanwhile, Bill Gates turns 
55, and Julia Roberts is 43. 
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Bide a oe of bee fore the 
voice of Homer Simpson, Dan 
Castellaneta—he’s 53 today. 


10/ 31/ 10 


Get reed up, it’s Erallisges 
een. Who's having a spooky 
birthday? Peter Jackson 
turns 49, while Beastie Boys 
guitarist Adam Horovitz 
turns 44. Us, we have our 
fingers crossed that the sec- 
ond DLC pack for Alan Wake 
dubbed “The Writer” will be 
available for a spooky night 
of gaming. 
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The Canadian inventor of the “real-life 
Halo suit” discusses suicide, RoboCop, 
future warfare, and drawing inspiration 
from video games when designing his 
futuristic outfits. By Patrick Shaw 
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roy Hurtubise refuses 
to give up on his life’s 
work. At times he 
questions the deter- 
mination that’s driven 
him to dedicate almost 
20 years of his life to 
constructing functional, 
full-body armored suits not unlike 
the technologically-advanced com- 
bat exoskeletons worn by fictional 
video-game super-soldiers like 
Halo’s Master Chief. 

“Sometimes I feel like putting a 
gun up to my head and just saying 
‘f**k it,” says Hurtubise, the 
Canadian inventor of the Ursus 
Mark VII and Trojan protective 
suits. He admits that in addition 
to spending most of his adult 
life building futuristic suits, he’s 
endured a number of things to 
keep his ambitious projects going, 
including bankruptcy, severe 
health issues, and the near-demise 
of his marriage. “There are times 
I wonder what I’m even doing all 
this for,” he says. “But ultimately I 
trudge on.” 

As the son of an archeologist, 
Hurtubise’s passion for assem- 


bling high-tech suits began with 


his love for the wilderness and 

an interest in one of its deadliest 
carnivores. “I remember watch- 
ing Jeremiah Johnson with Robert 
Redford when I was eight-years- 
old with my father, thinking, ‘I 
want to be a mountain man when 
I grow up,” he says. “From there, 
I hungered to know more about 
the wilderness and one of the 
largest beasts that lives there: the 
grizzly bear.” 

After enrolling in Mohawk 
College of Applied Arts and 
Technology, Hurtubise became a 
researcher intent on studying the 
habitat of grizzly bears “up close.” 
On August 4, 1984, while hiking 
around Humidity Creek in Brit- 
ish Columbia, Hurtubise’s field 
studies brought him as close to his 
subject as he could possibly get. 

“It had been tracking me for 
four or five days,’ he says. “Deep 
scratches were scored into the 
trees surrounding me and it be- 
came clear I was in his territory.” 

The “it” Hurtubise refers to 
was a 600-pound male grizzly 
bear. Face to face with the mas- 
sive predator, the grizzly bear 


dubbed “The Old Man” struck 


Wada ge 


Hurtubise in the chest, snapping 
several of his ribs like dry twigs. 
Fear gripped Hurtubise, but his 
survival instinct eventually kicked 
in and he escaped the grizzly’s 
wrath alive. 

“A lot of encounters with bears 
result in people being killed or 
maimed for life,” he says. “I got off 
lucky. Had it been a female grizzly 
protecting her cubs, I'd be a dead 
man. Hurtubise believes his near- 
fatal encounter with the half-ton 
bear also happened “for a reason.” 
After the attack, he immediately 
began blueprinting the prototype 
for a suit capable of withstanding 
the tremendous power of a grizzly 
bear, the Ursus Mark I. As he 
explains, “Ursus” is the Latin word 
for bear. 

Working with a small team of 
physicists from the university, 
Hurtubise constructed his first 
crude, but effective, version of his 
suit. He notes that the initial de- 
sign and basic shape were inspired 
by Paul Verhoeven’s 1987 science 
fiction film RoboCop. Months 
later, an early iteration of the Ur- 
sus Mark suit was completed and 
ready to be put through a series of 
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rigorous tests—all of which were 
conducted with Hurtubise wear- 
ing his creation. 

The intense durability tests 
Hurtubise submitted himself 
to while in the suit include 
swinging a 300-pound log 
directly into his face, driving a 
pickup truck into him at 31 MPH, 
and getting pushed off a steep 
escarpment both headfirst and 
backwards. Hurtubise even hired 
a group of bikers to mercilessly 
beat him with baseball bats 
and sledgehammers—which 
literally reduced the attacking 
instruments to splinters. A video 
crew captured footage of each of 
the tests for the documentary 
Project Grizzly. 

Despite the shocking test 
footage, Hurtubise points out 
that these were “controlled 
experiments” supervised by his 
crew of physicists. He adds that 
he walked away from the tests 
relatively unscathed, with the 
exception of when he was flung 
headfirst off a cliff, landing 
on his head. “My helmet was 
knocked off when I was thrown 
down the escarpment in Ham- 
ilton, Ontario—I was almost 
knocked unconscious. 

“People don't realize, however, 
that we didn’t just start up a 
truck and drive it 50 kilometers 
an hour (about 31 MPH) into 
me, Hurtubise says. “This took 
years of preparation and many 
different versions of the Ursus 
Mark suit.” 

From the Ursus Mark I to Ur- 
sus Mark VI to the Trojan series, 
Hurtubise spent the next 15 
years building suits, each stron- 
ger and more lightweight than 
the previous model. “I began add- 
ing and subtracting features— 
from there the suits evolved 
from heavy armor designed to 
withstand a violent bear attack 
to something designed to protect 


the person inside from a com- 
pletely different kind of threat.” 
As Hurtubise’s suits became 
more sophisticated, he began 
getting inquiries from local law 
enforcement and fire depart- 
ments. Eventually he started 
integrating new technology into 
his suits that protected the user 
from direct contact with bullets 
and fire. During this time his 
brother, Blair Hurtubise, joined 
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the Canadian military, which 
further motivated Hurtubise to 
design his suits to shield those in 
combat situations. 

Hurtubise says he’s been 
mostly successful when inte- 
grating new technology into his 
prototypes over the years, but 
there’s one project in particular 
that didn’t run so smoothly. 

He experimented with a device 
he calls Angel Light, which was 
essentially intended to be a way 
for soldiers or police officers to 
see through solid objects such as 
walls. But Hurtubise discovered 
that the Angel Light tech had 
some “really bad side effects,” and 
he scrapped the project. 

“T became violently ill from 
Angel Light, which also made 
all my hair fall out,” Hurtubise 
says, explaining that when 


you invent, sometimes things 
go horribly wrong. Referring 

to this as his “Jekyll and Hyde 
experiment,” he notes that it 
was the only time a project went 
so wrong. ‘It nearly killed me,” 
he says somberly, mentioning 
that he’d never attempt 
anything as dangerous again. 

While early versions of Hur- 
tubise’s armored suits looked like 
something out of the 1950s sci-fi 
flick The Day the Earth Stood Still, 
later incarnations—such as the 
Trojan and Talon series—bear a 
resemblance to the slick futuristic 
suits worn by numerous video- 
game protagonists such as Halo’s 
MJOLNIR Powered Assault 
Armor worn by Master Chief or 
Crysis’ Nano Muscle Suit worn 
by Nomad. Hurtubise explains 
that the similarities between his 
creations and the iconic super- 
suits worn by game protagonists 
are no coincidence, but the result 
of deliberate design choices—as 
well as his son, a gamer. 

“My seventeen-year-old son, 
Brett, is online for hours every 
day playing Halo and Gears of 
War,’ Hurtubise says. “He comes 
into the lab often and helps 
me with the suits, too. Once he 
asked me, ‘Why don't you try to 
integrate this kind of technol- 
ogy, which is part of Master 
Chief’s MJOLNIR armor, into 
your latest suit?’ 

“At first, when he came to 
me with specific ideas on how 
to infuse design concepts from 
video games, I'd tell him ‘those 
are just games.’ But eventually he 
convinced me that some of the 
fictional technology you see in 
video games isn’t nearly as far- 
fetched as you might think.” 

Hurtubise says his latest 
suit, the Talon series, features a 
design that’s heavily influenced 
by video-game super-soldiers 
like Halo’s John 117. 


“The military is very old school. Nothing's 
changed since Vietnam. Soldiers are still 
basically wearing the same body armor, 
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An endoskeleton molded from tech 
plastic and aluminum, the Talon’s 
described as lightweight, flexible, 
strong enough to protect the lives 
of SWAT units and the pinnacle of 
his life's work. “It’s twice as sturdy 
as previous iterations of the suits 
I've built,” he says. “Eighty percent 
of the Talon suit is able to stop 
armor-piercing rounds. It is the 
ultimate suit.” 

He says that the similarities 
between the Talon series and the 
“Halo suit” are more than just 
skin-deep, too. The suit includes 
shock-tread shields that extend 
out of the shoulders, a feature 
Hurtubise attributes directly to 
video games. “That’s one example 
of something that came straight 
from the way suits are designed 
in video games like Halo.” 

While the latest armored suits 
like the Talon series were created 
for military use, Hurtubise’s 
failed to convince government of- 
ficials to invest in his prototypes 
for mass production. 

“The military is very old 
school,” he states. “Nothing’s 
changed since Vietnam. Soldiers 
are still basically wearing the 
same body armor, which is a vest 
and that’s it. They’ve got nothing 
to cover their lower body, noth- 
ing to cover their arms, and no 
full helmet.” 

Hurtubise says there’s a new 
concept of war now where sol- 
diers face unpredictable threats 
like IEDs (improvised explosive 
devices) and other guerilla 
warfare tactics that inflict heavy 
casualties and “you really can’t 
win.” He suggests that since the 
rules of warfare have changed 
during the more recent con- 
flicts like the wars in Iraq and 
Afghanistan, the efforts made 
to protect our troops must 
also change. 


“Unless you have armor on 
both vehicles and soldiers that’s 
up to par, you're just going to be 
sending our boys home in body 
bags every week,” he says. 

Even though the military is 
less than receptive to Hurtubise’s 
vision of an army of soldiers 
marching into battle while 
fully-clad in his high-tech suits 
of armor—he hasn't given up all 
hope that someday his suits will 
be used to save lives. But he says 
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it won't be the military donning 
his suits. 

“I believe you'll see my suits for 
riot control first and then later by 
SWAT teams,” he says. “As for the 
military, it’s just too big of a leap 
for them.” 

Hurtubise says that while 
he still wants to help reduce 


the casualties of American and 
Canadian armed forces, he’s not 
very optimistic that this is ever 
going to happen. “God knows, 
I've tried,” he says. “I’ve done 
everything possible to get it 

out there.” 

Unable to convince 
government officials to fund his 
projects, Hurtubise’s recently 
encountered serious financial 
problems. He emphasizes 
that this isn’t some part-time 
hobby, but his entire life and 
something that occupies most of 
his time. Because of his lack of 
funding—as well as his passion 
for constructing futuristic 
suits of armor—the media 
has scornfully referred to Troy 
Hurtubise as the “the poor man’s 
Tony Stark,” the name of the 
fictional character who becomes 
Iron Man in the popular Marvel 
comic-book franchise. 

Like Stark, Hurtubise is an en- 
gineering master whose futuristic 
armor projects are almost entirely 
self-funded. But Hurtubise will be 
the first to tell you that his life is 
far from that of the Marvel super 
hero. “I wish I had Tony Stark’s 
money,’ he says. “Some people 
think I’m rich, where the reality is 
I live day to day. I’ve had five evic- 
tion notices in the last six years. 

“Tf I had a real lab, and two or 
three million dollars, I could build 
you real-life Iron Men that people 
would be astounded by. But I 
work in archaic conditions; I just 
do the best I can.” 

Hurtubise accepts that even 
though he may never live to see 
his projects get off the ground, 
he’s content in knowing that he’s 
given it his all. “I’ve got three 
years before I’m fifty, so how 
much more can I do? But at least 
I go to bed every night knowing 
that I gave it my best shot.” G 
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To all the participants and sponsors who stayed 
up late with us! See you again next year! 
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How Reach’s Forge and other new features set 


the futuristic shooter ahead of the FPS pack. 


ou might not care about 
Halo: Reach now— 
three rapid-release 
franchise titles within 
three years can cause that sort 

of apathy. But you probably will 
within a few months. By then, ded- 
icated architects should have the 
game’s hoppers filled with all sorts 
of unique user-made maps no one 
(save maybe the developers) knew 
were possible before. 

And they would only be 
possible because of Halo: Reach’s 
massively improved Forge map- 
making function. The previous 
version of this feature was 
pretty limited, mainly because it 
was never designed to let users 
create entirely new levels. “Halo 
3's Forge was actually built just 
for placing some weapons and 
setting up some spawn points,” 
says Multiplayer Designer Chad 
Armstrong. “So when people were 
[using it] to build these entire 
maps, it was kind of like building a 
house of cards, and it took forever 
just to build a decent map.” 

Now, would-be level designers 
can meld walls, ramps, stairs, 
crates, platforms, and most other 
Forge objects together instead of 
just physically stacking them on 
top of each other like they had 


to do in Halo 3 (“house of cards,” 
remember?). Plus, they can freeze 
any piece in place in open air 
however they want. Without the 
physics and gravity limitations 
from before, users can virtually 
create any maps they want out of 
the available building blocks, short 
of changing any art or deforming 
any terrain. And chances are, we'll 
be seeing this power used for 
great good as people start reviving 
classic levels from Doom, Quake, 
and all of the previous Halos (that 
is, if the developers don’t beat 
them to it first—Bungie is already 
planning a few Halo 2 remakes for 
release right on the disc). 

Halo: Reach, however, isn’t just 
about what players will forge with 
Forge. Cooperative Firefight has 
many more features than what 
its Halo 3: ODST predecessor 
offers—think matchmaking and 
a ton of options and settings that 
will bring this mode closer to what 
traditional multiplayer has always 
had (pistols only? Sure, why not?). 
And story mode seems much more 
focused as it follows a small team 
of Spartans trying to save the 
planet of Reach. More action, less 
religious prophecies and talking 
plants? Now that’s a campaign we 


can get behind. * 
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Developer: Sony 
Publisher: Sony 
Platform: PS3 


STATION 


PlayStation Move adds motion controls 
to the Sony platform in a bold new way, 
enabling gamers to use a wireless wand to 
interact with new titles like EyePet and 
Sports Champions—as well as enjoy new 
ways to play several older hits. 


ony’s latest and most 
notable attempt to 
bring motion controls 

to the PlayStation 3 is 
the PlayStation Move controller, 
a wireless wand with a light-up 
bulb that—when paired with the 
PlayStation Eye camera—gives 
you a whole new way to play games 
on the platform. Now casting 
spells, swinging golf clubs, and 
throwing uppercuts are as simple 
as mimicking the action with the 
Move controller in hand, anda 
separate Navigation controller is 
available to enhance shooters and 
other more complex titles. 

Early adopters have a selection 
of original titles to choose from, 
including the Wii Sports-like 
Sports Champions, mini-game 
collection Start the Party, 
Brunswick Pro Bowling, and super- 
adorable virtual creature sim, 
EyePet. Additionally, existing titles 
like Resident Evil 5: Gold Edition 
and Tiger Woods PGA Tour 11 
now support the Move, and this 
offers fresh ways to experience 
these games. 

Later this fall is when the Play- 
Station Move could really shine, 
as Sony prepares to release Move 
exclusives like gritty fighting-game 
The Fight: Lights Out and The 


Shoot, an arcade-like shooting 
game. Patches are in the works for 
existing titles such as Heavy Rain, 
High Velocity Bowling, and Pain to 
support the device. Plus, standard 
releases like LittleBigPlanet 2, The 
Sly Collection, and SingStar: Dance 
promise to be more entertaining 
and easier to control with the 
Move swapped in for the standard 
DualShock controller. 

And if you're still not convinced, 
don't forget that early next year 
sees the release of Killzone 3, He- 
roes on the Move, and SOCOM 4: 
U.S. Navy SEALs, all of which hope 
to reinforce the PlayStation Move’s 
prominent position in the future 
of the PlayStation 3. * 
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off the fall gaming 
season with astrong 
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Def Jam Interactive, Terminal Reality 


Publisher: Konami 
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4mm Games’ President Jamie King discuss 
how creating the first authentic hip hop 


&éE reminisce for a spell, or 

shall I say think back, 
I 22 years ago to keep 

it on track, The birth 

of a child on the 8th of October, A 
toast but my granddaddy came sober 
Countin all the fingers and the toes, 
Now I suppose, you hope the little 
black boy grows, huh!” 

In a conference room overlook- 
ing 21st Street in Manhattan, the 
iconic 1992 hip hop song, “They 
Reminisce Over You (T.R.O.Y.),” by 
Pete Rock and CL Smooth pumps 
from a wide-screen TV. But Rock 
and Smooth aren’t the only ones 
belting out the song. A few feet 
away, Jamie King, a 38-year-old 
Brit dressed in white pants and a 
graphic T-shirt of a boxer, grips a 
microphone as he raps along. 

“I run out of breath every time,” 
King says wearily, as the tune 
comes to an end. Kevin Liles, the 
natty former president the Def 
Jam Music Group, the pioneering 
rap company, chuckles in his seat. 
“I sound terrible,” King admits, 
“the cadence and the pausing. 

You definitely have a greater 
appreciation for this as an art form 
when you play this game.” 

The game is Def Jam Rapstar, 
the flagship title from King’s start- 
up, 4mm Games, in development 
with Austin-based developer 
Terminal Reality and Def Jam 
Interactive. Due October 5, Def 


game has been a battle every day. 


Jam Rapstar challenges you to rap 
in sync with some of the greatest 
beats of all time, from old school 
classics (2Pac’s “Get Around”) 
to new standards (Kanye West’s 
“Gold Digger”). With a Battle mode 
(that lets players go head-to-head 
for best lyrics, timing, and pitch) 
and Freestyle (for improvising 
over custom beats by all-star DJs) 
it’s easily the most ambitiously 
authentic hip hop game ever made. 
Then again, considering the 
sorry-ass history of hip-hip games 
that precedes this, that’s not 
saying much. While rock-themed 
music games have found their 
groove in the wake of Guitar Hero 
and Rock Band, players have yet 
to get their thumbs on a convinc- 
ing hip hop title. In fact, with 
the exception of 2004’s maligned 
Get on Da Mic, hip hop games 
haven't even been that hip hop 
at all. Instead, they were either 
rap-themed (fighting games like 
1999's Wu-Tang: Shaolin Style) 
or surreally rap-phobic (casting a 
wide-eyed yellow dog as the star 
of 1996's PaRappa the Rapper). 
“People tried to make hip hop 
games before, but I don’t think 
they made good games,” Liles says. 
“They weren't about culture— 
they slap something on top of 
something. We live and breathe 
this, we argue what should go 


where, and it’s a battle every day.” 


APES iconic 


Liles and King, the creative 
forces behind Rapstar, are 
battling to change the trend 
for sure—that’s why there's so 
much to hope for, and so much 
at stake. They bring plenty to 
the table. Liles is famous for 
having ascended from an intern 
at Def Jam in its heyday, to run- 
ning the empire. King brought 
his own passion for hip hop 
culture to the Grand Theft Auto 
franchise, as one of the found- 
ers of Rockstar Games. But 
their pedigree is no guarantee 
of success. 

“It was interesting to meet 
people who were saying, ‘why 
do you want to do a game about 
hip hop? Country is at the top 
of charts!” King bitterly recalls. 
“You're missing the point. It’s 
about a culture that permeated 
every aspect of society— it’s 
been pop music for long time. 
There are aspiring rappers in 
every country.” And this, they 
hope, is the game for them. 

Def Jam: Rapstar is built 
around what King and Liles 
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call three pillars: hip hop, 
community, and you. The “you” 
part starts with the player. 
Forget goofy avatars in Rock 
Band or Guitar Hero, mawkishly 
rawking out on a stage like 

a pack of Gorillaz. Rapstar 
instead puts you, live, in the 
middle of the action, as the 
game projects players on to the 
screen using a camera. 

The interaction is kept 
purposefully simple. No instru- 
ments, no miming to Kinect, 
and definitely no turntable like 
DJ Hero. “DJ Hero is a great 
idea, but they went down a dead 
end,’ King says, “It’s too niche.” 
Liles agrees. “Not everyone 
wants to DJ,” he says, “but ev- 
erybody wants to rap and sing.” 

Once you're through playing 
in Solo, Duet, or Battle mode, 
the grading begins. Like other 
music games, Rapstar judges 
you on timing and pitch. But 
where you fall in the scale from 
Garbage to Off the Chain is a bit 
more complicated. Since this is 
all about the rapping, the words 


you Say are just as crucial. To 
handle this, 4mm and Terminal 
Reality designed a proprietary 
voice-recognition system that 
can parse your lyrics down to the 
syllable. So much for lousing up 
words like you can in Rock Band. 
If you rap “listen to my face go 
boom” instead of “listen to my 
bass go boom,’ you get docked. 

Yes, just as Guitar Hero has 
the knuckle-busting madness of 
“Through the Fire and Flames,” 
Rapstar has its equivalent 
tongue twisters—like, appro- 
priately enough, “Slow Jamz” by 
Twista (who made the Guinness 
Book of World Records for rap- 
ping 11.2 syllables per minute). 
Song difficulty is also deter- 
mined by the number of words 
per minute overall, with the 
average being about 300. More 
than 45 tracks will be available 
at launch, with an additional 
three to five per week released 
as downloadable content. 

As your selected song 
plays, you don’t just have to 
nail the lyrics, timing, and 


word accuracy, you've got 

to make a show of it. After 
you re done, the game saves 

a 30-second video snippet 

of your performance, which 
you can bling out with the 
built-in editing tools, such as 
filtering the light and slapping 
on any of 160 stickers and 
animations. That’s when the 
bigger battle begins. The video 
snippets get uploaded to the 
Rapstar community, who then 
get to vote on your overall 
awesomeness—or lameness. 
The better your score, the 
higher your tally of respect. 

For King, casting the players 
as themselves in the game was 
inspired by watching all the home- 
brewed rap stars uploading their 
own bedroom jams to YouTube. 
To him and Liles, rapping in the 
YouTube age is the modern-day 
equivalent of dropping lyrics on 
a street corner with a boom box. 
“They were all up on YouTube mak- 
ing clips,” King says, “I saw this 
all happening but there was no 
forum to judge against each other.” 


Gamers with extra nerve 
can improvise their own lyrics, 
too. In Freestyle mode, you 
get to rap your own lyrics 
over exclusive Rapstar beats 
by producers and DJs such as 
DJ Premier and Just Blaze. To 
emulate the real DIY (do-it- 
yourself) world of hip hop 
promotion, however, you 
alone aren’t the Rapstar. Other 
players who like your tracks can 
hype them to the community, 
and earn their own respect as 
promoters or managers. “We 
see all kinds of stars coming 
from this game,” Liles says. 

For Liles and James, bring- 
ing the hip hop culture to the 
gamer generation is a lifelong 
mission. As a kid in London, 
King fell hard for the music as 
a teenager and combed record 
stores for anything with the Def 
Jam label. “I loved everything 
about it,” he says, “the beats 
and the richness of the music. 
The social messages conveyed 
in the lyrics were so poignant 
and relevant to people growing 
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up in imperfect situations and 
quirky households.” 

When King moved to New 
York to co-found Rockstar 
Games, he and his partners 
emulated the Def Jam label’s 
sense of relevance—both 
culturally and aesthetically. 
“When we started Rockstar, we 
were quite public in identifying 
and aspiring to Def Jam as op- 
posed to EA,” he says. “It was an 
iconic brand in terms of what it 
represented in culture, hip hop 
music, and in terms of being a 
consumer, it was super-cool.” 

Liles, who started as an 
intern at Def Jam and worked 
his way to the top, caught 
wind of Rockstar after hearing 
the company praise Def Jam 
in a 2002 Rolling Stone article 
about Grand Theft Auto: 

Vice City. “I read that article 
that said they want to be like 
Def Jam” Liles recalls, “I was 
like, how are these guys?” 
Liles found he had plenty in 
common with the gamers and 
King. “We both hip hop,” he 
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says, “love for hip hop exceeds 
every boundary.” 

King mastered the art and 
economics of music licensing, a 
tricky business especially when 
loading seven CDs worth of 
songs for Vice City. By 2006, 
however, he felt it was time for 
a change. “I left voluntarily,” he 
says. It was a great place, I loved 
being there, but there were a lot 
of things I wanted to do.” 

The two reconnected shortly 
after King formed his new 
company, 4mm, with another 
Rockstar founder, Gary Fore- 
man. Liles had overseen the Def 
Jam fighting games, but felt 
there was more opportunity for 
something authentic in the age 
of Guitar Hero and Rock Band. 
“T felt like we were not really a 
gaming company because we 
only did one type of game,” Liles 
says. “Rock Band and Guitar 
Hero made us think, ‘what’s for 
us?’ Jamie and I saw what we 
were going to do different.” 

And what they are going to 
do different is turn players into 
rap stars, not fighting rappers. 


“It’s all about aspiring and being 
the best, and being superstar 
and all the glamour that comes 
with it,” King says. “You get to 
feel like a player.” 

Why have previous rap games 
failed? Harmonix co-founder 
Alex Rigopulos suggests that 
the code needed to accurately 
grade lyrics is trickier than it 
seems. But the truth is more 
complicated, and something 
of a Catch 22. Because there 
have been no successful hip hop 
games yet, publishers are less 
willing to make a gamble—as 
Liles and King learned first 
hand. As they went around talk- 
ing up their title, they said they 
encountered many blank stares. 
“No one believed,” King says. 

But not to be swayed, King 
and Liles pushed on, signing up 
Terminal Reality to co-develop. 
While the game focused on 
bringing the battle-based 
subculture of hip hop to gaming, 
a meta-battle played out over 
what songs to include. “I got into 
a lot of fights over this,” says 
King, who lobbied to have Ice 
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Cube, Public Enemy, Tribe Called 
Quest, and others in the game. 

Just like Guitar Hero or Rock 
Band, however, a great song 
doesn’t necessarily make a great 
song in a game. Tracks that 
are too repetitive or profane 
couldn’t make the cut. Also, be- 
cause the game relies so heavily 
on music videos, they couldn't 
include titles that didn’t have 
videos made already. Part of 
the challenge was clearances. 
“We did a lot of clearances at 
Rockstar,” King says. “I'd turn a 
very hard ‘no’ into a ‘yes.” 

But now that the game is 
coming into its own, the chal- 
lenges are far from over. While 
King and Liles have labored to 
make the most authentic hip 
hop game yet, they know that 
the road ahead is uncertain. 
“We're aware everything will 
change the moment it goes 
live,” King says. “Things happen 
so fast in online community.” 

Though the game is shipping 
with a Teen ESRB rating, 4mm 
must find a way to manage the 
potentially Mature (or Adults 


Only)-rated videos the com- 
munity puts online. They plan 
to take a YouTube approach, 
combining a staff of moderators 
with a self-policing community 
of gamers. But, at the same 
time, they’re adamant about 
not restraining the creativity of 
players in the game. 

“We been fighting this whole 
battle in hip hop,” Liles says. 
“We didn’t want to create a 
world that put parameters 
around something that never 
had parameters.” The goal is to 
use the game as a new platform 
for hip hop music—both in the 
distribution and creation of 
songs—just as Rock Band and 
Guitar Hero have done for rock 
and pop. 

For the time being, King has 
more pressing matters on his 
mind: nailing his rap of “They 
Reminisce Over You.” When he 
finishes up his song, his score 
comes in: “On Point.” King 
catches his breath. “I’m never 
going to be a rapper, but I can 


have so much fun,” he says. 
“That's the heart of the game.” * 
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Publisher: MTV Games 
Platforms: Xbox 360, PS3, Wii, DS 


Harmonix releases the deepest and 
most feature-rich Rock Band yet. 


ountless musicians have 
taken it upon themselves 
to decry the musical 
benefit of rhythm games 
and their ability to teach gamers 
how to play real instruments. But 
the argument for whether or not 
rhythm games teach people musi- 
cal skills changes with the release 
of Rock Band 3. In the past, both 
Guitar Hero and Rock Band have 
come close to capturing the feel 
of playing an actual drumset, but 
with Rock Band 3, Harmonix is 
bringing that level of depth to the 
guitar, bass, and keyboard as well 
through the game's Pro Mode. 

Pro Mode includes its own set 
of difficulty levels, essentially 


doubling the number of difficulties 


players can choose in Rock Band 
3. Once in Pro Mode, the game’s 
interface changes drastically; it 
displays guitar notation over six 
onscreen virtual strings, and a 
number represents the location 
of notes on the fretboard. Once 
into the medium difficulty in Pro 
Mode, the game tasks you with 
playing simple power chords in 
addition to one-string riffs. This 
is also the case for the keyboard; 
in the normal difficulties, you can 
play through any song with one 


hand, but in Pro Mode it displays 
an entire octave and a half’s worth 
of keys on screen, with intuitive 
cues to watch for when players 
must move up or down octaves. 

To make this mode possible, 
Harmonix has called on Mad 
Catz to develop a specialized 
Fender Mustang controller, which 
contains 17 rows of fret buttons, 
with six buttons to each fret— 
that’s a whopping 102 buttons 
total. The controller also houses 
six strumable plastic strings, each 
aligned to its respective location 
on the fretboard. 

Pro mode may seem daunting 
to the casual rhythm-game 
player, but thankfully Harmonix 
is including a robust tutorial 
mode for every instrument. Here, 
players can learn everything from 
simple one-note strumming all the 
way to complex scales and unusual 
chord structures. This is true for 
bass, drums, and keyboard too. 

With Rock Band 3, Harmonix 
is melding the pick-up-and-play 
nature of past rhythm games 
with the ability to learn the basic 
fundamentals of playing real 
instruments, and for once rhythm- 
game naysayers can finally quiet 
the criticism. * 


words by 


Ben PerLee 


Developer: FreeStyleGames 
Publisher: Activison 
Platforms: Xbox 360, PS3 


t was not a nice year for 
music games. After years 
of strong sales, 2009 saw 
Rock Band and Guitar 
Hero hit a saturation point, 
and Activision’s DJ Hero 
apparently caught the brunt 
of this music game backlash. 
Fortunately, Activision 
believes enough in developer 
FreeStyleGames, as evidenced 
by this sequel breathing 

down upon us. DJ Hero 2 
doesn’t reinvent the mash-up 
experience that the original 
offered, but it still offers a 
solid rhythm game experience 
that will please fans of the 
original and offer a few new 
twists. One of these changes 
comes in the form of better 
crossfader implementation. 
Fans returning to the franchise 
will remember the ever-finicky 
crossfader as being the bane 
of their high score, but there 
are now more opportunities to 


FreeStyleGames’ sequel to last year’s 
DJ Hero offers another unique take 
on the rhythm game genre. 


rock the crossfader in the new 
crossfade freestyle segments. 
DJ Hero 2 still follows the 
three-gem falling structure, 
with the greens and the blues 
representing different parts of 
the two songs. FreeStyleGames 
was smart not to mess with 
the structure, because fora 
game like DJ Hero it works 
extremely well. Taking two hip- 
hop, electronica, dance, or pop 
songs and letting players mash 
them up into a brand new 
sound is something no other 
game offers. It’s this musical 
experience that makes DJ Hero 
a franchise to pay attention to. 
They are, however, kicking 
off a stronger focus on the 
multiplayer—DJ Hero 2 rolls 
out with brand-new versus 
modes, party modes, and even 
a revamped vocal experience 
where wannabe pop stars can 
warble through a constantly 
shifting vocal track and are 
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scored on pitch, beat, and 
rhythm. It’s a change that 
makes what was once a mostly 
single-player affair into a three- 
player event. Rounding things 
out are brand new freestyle 
opportunities, where players 
will drop and scratch to their 
hearts’ content—a vast im- 
provement over DJ Hero’s odd 
excuse for freestyle gaming. 
Of course, any music game 
lives and dies by its soundtrack. 
Dance, pop, and electronica 
have a stronger focus this time 
around, but DJ professionals 
like David Guetta, Deadmau5, 
DJ Qbert, and Tiésto make 
ensure the offering’s credibil- 
ity. However, the mainstream 
artists range from Usher, Keri 
Hilson, Major Lazer, Eminem, 
Dr. Dre, Donna Summer, and 
M.I.A., to her majesty herself, 
Lady Gaga, making the overall 
soundtrack offering just as var- 
ied as the previous DJ Hero. * 
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Why this year’s trifecta 
of basketball games— 


NBA 2K11, NBA Elite 11, 
and NBA Jam—has 


something for just about 
any fan of hoops. 


his year’s safest basketball bet 
isn’t that the Miami Heat— 
who mopped up in the most 
ballyhooed NBA free-agent 
class in history by snaring Lebron James 
and Chris Bosh to team with Dwayne 
Wade—will win the NBA Championship. 
It’s that NBA video games, which launch 
three weeks prior to the real season’s 
much-anticipated tip-off, will see a 
significant resurgence. We take a peek at 
which of this year’s crop is best for shoot- 
ing around with South Beach’s three- 
headed monster—or opposing them 
with LA-LA land or Beantown’s best. 


\ 


NBA 2Kii 


Why NBA 2K11 won’t 
give up the top spot 


Developer: Visual Concepts 

Publisher: 2K Sports 

Platforms: Xbox 360, PS3, Wii, PS2, 
PSP. PC 


The buzz around NBA 2K11 started 
with the announcement of Michael 
Jordan on the game’s cover, and 
continued when 2K Sports announced 
the Jordan Challenge, which gives 
gamers a chance to replicate MJ’s 
finest moments. Such escapades 
include thumping the Trailblazers in 
a’92 a playoff game (if you net six 
three’s in a row, he’ll even cyber- 
shrug, just like he did in real life). 

But beyond the glitz, the basketball 
game has seen significant upgrades, 
like improved physical play, organic- 
feeling interruptible dribble and lay-up 
animations, overhauled play-calling 
skewed towards newbies, and finally 
fake passing to trick defenders one way, 
while you hustle the other. 


Why NBA Elite 11 will 


surprise you 


Developer: EA Canada 
Publisher: EA Sports 
Platforms: Xbox 360, PS3 


EA Sports’ double-dribbling basketball 
franchise has been a no-hoper for so 
long, they finally scrapped the “Live” 
name, and angled for reinvention that 
went well beyond the game’s title. For 
starters, the team’s utilizing Creative 
Director David Littman—the man who 
brought EA's NHL from average to 
award-winning—to bring stick-based 
controls to the forefront, including 
stick-based shooting instead of button 
presses (welcome to next-gen). Plus, the 
implementation of real-time physics, 
which you'll now see across EA Sports 
games, means the smaller Dwayne Wade 
will get bounced back by the likes of gi- 
ant Shaquille O’Neal. Plus a nice extra: to 
lure skeptics, EA’s dropping in the option 
to download a pared-down version of 
NBA Jam (sans Remix mode and Boss 
Battles, which are explained next). 


NBA JAM 


Why NBA Jam could 
trump the field 


Developer: EA Canada 
Publisher: EA Sports 
Platform: Wii 


A full 17 years after the original NBA 
Jam launched to great acclaim, its 
highly-anticipated return is more than a 
visually-spiced copycat. The big news for 
hoops enthusiasts aged and adolescent 
is the creation of Boss Battles, which 
puts you in one-on-one challenges 
against specially-skilled NBA greats like 
Magic Johnson—who’s blessed with 
the ability to teleport, allowing him 

to throw alley-oops to himself. As for 
Remix, one sub-mode called “Backboard 
Smash” drops the scoreboard in lieu of 
health meters, where your two-person 
team (which makes us wonder: Lebron 
and D-Wade or Lebron and Bosh?) will 
battle to outlast the other team: dunks 
do bigger damage than three-balls, and 
you regenerate via goaltending. * 
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Developers: Danger Close (single-player mode) 
and DICE (multiplayer mode) 

Publisher: EA Games 

Platforms: Xbox 360, PS3, PC 
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OF HONOR 


EA reinvigorates its 11-year-old 
first-person shooter franchise, 
with a modern-day setting. 


hen Activision 
first announced 
their World War 

II franchise, Call 
of Duty, would tackle modern- 
day combat, it was impossible to 
predict it’d be such a successful 
change for the series. Modern 
Warfare and its sequel shattered 
numerous sales records, continue 
to dominate the charts, and have 
some of online’s most-played 
games. EA is hoping to see similar 
success with their own seminal 
WWI first-person shooter series, 
Medal of Honor, as it too changes 
to a modern-day setting. 

Set during the 2001 war in 
Afghanistan, Medal of Honor puts 
players in the role of two distinct 
and elite units that are part of the 
United States’ efforts in the ground 
war. Conceived as “the sledgeham- 
mer’ and “the scalpel,” players con- 
trol a U.S. Army Ranger for the big 
military action of the former, and 
a “Tier 1 Operator”—a more surgi- 
cally precise, special-operations 
group member—for the latter. 

Medal of Honor is developed by 
a new in-house EA studio called 


aA? 


Danger Close, with the multiplayer 
handled by DICE, the people 
behind the popular multiplayer 
modes for the Battlefield games. 
It’s acceptable to hold Danger 
Close to some very high expec- 
tations for Medal of Honor’s 
multiplayer mode, especially if the 
developer wants to knock Modern 
Warfare 2 off its perch at the top 
of the online heap. 

Of course, the hyper-realistic 
vision of current geopolitical 
events in Medal of Honor has riled 
some people up (as did Six Days 
in Fallujah). When games like 
this stray from the more extreme 
speculative plotlines (like China 
invading the U.S.) to events that 
closely mimic what we see on TV 
every night, people start to feel 
uncomfortable—especially in 
regard to the option of playing as 
the Taliban in multiplayer mode. 

Despite the Taliban controversy, 
Medal of Honor is shaping up to 
be an honest and visceral take on 
what war today is really like. We'll 
see how the new Medal of Honor 


stacks up when it’s available on 
October 12. * 
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Developer: Obsidian 
Publisher: Bethesda 
Platforms: Xbox 360, PS3, PC 


T: NEW VEGAS 


A new studio and a new setting 
mean the next Fallout could bring 
something fresh to the franchise 


espite all the pre- 
release nay-saying by 
so-called “real” Fallout 
fans, Fallout 3 went 
on to be a critical and commercial 
success of apocalyptic propor- 
tions. Of course, the nay-sayers 
are back in force for Fallout: New 
Vegas, mostly because a new 
developer, Obsidian (Star Wars: 
Knights of the Old Republic II, 
Alpha Protocol), is behind it. But 
the reality stands—a new Fallout 
game is on the way, and fans are 
hungry for new experiences in 
that universe. 

Set three years after the 
events of Fallout 3, New Vegas 
moves the action out west to the 
post-war ruins of Las Vegas, as 
well as nearby locales like the 
Hoover Dam and Mojave Desert. 
Since it didn’t suffer direct nu- 
clear impact during the war, New 
Vegas is relatively less contami- 
nated—at least in terms of radia- 
tion. Moral contamination? Well, 
this is still Vegas. 

Since New Vegas isn’t a direct 
sequel, you won't be playing as the 
same character or even dealing 
with the same factions. Instead, 
youre stuck in the remains of 
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while still satisfying hardcore fans. 


an alternate-1950’s motif, which 
seems perfectly suited to Las Ve- 
gas—a boomtown that blossomed 
in that decade in real life. In ad- 
dition to Matthew Perry (Friends) 
lending his voice to the game, 
Danny Trejo (Machete, Predators), 
Kris Kristofferson (Convoy, Blade), 
and the one and only Wayne New- 
ton are also voicing characters. 

Enhancements to core 
gameplay mechanics—like new 
attacks and more options in the 
Vault-Tec Assisted Targeting 
System (VATS)—should be 
welcomed with open arms, too. 
New Vegas’ arsenal also comes 
with a new system for adding 
weapon modifications, providing 
more depth to an already deep 
RPG experience. 

While a new studio is bring- 
ing us the next Fallout, Obsidian 
has a number of Fallout and Fall- 
out 2 veterans on staff—admit- 
tedly very different games—yet 
no less beloved by fans. New Ve- 
gas appears to be in good hands 
as most of what’s been shown 
so far suggests it’s worthy of the 
Fallout name, while also adding 
a couple of unique twists to the 
prized franchise. * 
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Developers: Good-Feel and HAL Laboratory 
Publisher: Nintendo 
Platform: Wii 


It’s been a long time since we've seen 
a Kirby game—and the first time 

we’ ve seen one for the Wii. But Epic 
Yarn isn’t running on nostalgia alone. 


irby’s Epic Yarn is one 
of those games that 
makes you happy 

just looking at it. Not 
only it is a longtime beloved core 
Nintendo character in his very 
own title, but the look of the 
game itself appeals to the kid in 
you that played with pipe cleaners 
and nuzzled their favorite 

knitted blanket in soft pastel 
colors. Much like the charm of 
LittleBigPlanet’s Sackboys, Kirby’s 
yarn-outline appearance brings 
out the cooing in you. 

The game itself also makes you 
happy—if you like 2D platformers 
and have no trouble working with 
a co-op character. Gameplay puts 
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players in the yarn-outline shoes 
of Kirby and of Prince Fluff—who 
looks an awful lot like King Ded- 
ede in a blue yarn-outline form. 
Moving on a 2.5D plane where 
Kirby and Fluff can move “farther 
back” or “closer to” the screen 
depending on the placement 

of level obstacles, players guide 
the two yarn outlines through a 
world of knitted objects that you 
can undo with a flick of Kirby’s 
star whip or Fluff’s equivalent 
weapon. You can also manipulate 
pieces of the environment instead 
of pulling them apart—for 
example, tug zipper tabs to unzip 
a knitted platform into a full- 
blown building. Taking advantage 
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of the 2.5D plane, Kirby 
and Fluff can go inside 
buildings or behind objects, 
which makes them appear 
as lumps underneath a 
knitted blanket in a very 
charming visual effect that 
reinforces the cuteness 

of the game and effec- 
tively communicates to the 
player where the physical 
boundaries of the 2.5D 
plane exist. 

Anyone who’s played 
PixelJunk Eden will im- 
mediately gravitate toward 
cooperative play with a real 
person instead of the A.I. 
While the computer can 
keep Fluff out of trouble 
fairly easily, half the fun 
of playing with another 
person is causing trouble 
for them as you work your 
way through the level— 
either by jumping up and 


down on top of them or by 
grabbing them with your 
star whip while they’re in 
the middle of a jump. Once 
you ve had your fun there, 
though, you will have to 
execute well-timed buddy 
movies like double-jumping 
off your partner’s head to 
reach items or high ledges. 
Kirby and Fluff can also 
pick each other up and 
execute a throw to knock 
out enemies. 

The real combat of the 
game, though, comes 
from “tank mode” Kirby 
and Fluff and boss fights. 
In the tank-mode levels, 
Kirby morphs into a giant 
yarn-outlined tank that 
can fire missiles and jump 
short distances to get over 
ledges. Fluff sits in the 
tank cockpit, controlling 
a set of missiles while the 


player controlling Kirby 
steers and changes the 
projectile of a second set 
of missiles. In boss fight 
levels, Kirby and Fluff 
have to make use of their 
environment and even each 
other to get out of the way 
of a boss’s projectiles and 
exploit its weak points. In 
normal levels, the combat 
really only comes from 
flicking the star whip or 
ground-pounding the odd 
yarn enemies Kirby and 
Fluff encounter. 

The controls may cause 
some grumbling, depend- 
ing on your Wii prefer- 
ences. So far, it seems like 
players can only use a Wii 
Remote turned sideways to 
control the game. The mo- 
tion controlling comes dur- 
ing the tank levels when 
players need to tilt the Wii 


Remote from left to right 
to change the angle of the 
projectiles. This frustrates 
both players who don’t 
like the sideways Wii 
Remote and those who 
want more waggle; alterna- 
tive control schemes, 
however, may exist in the 
game’s final release. 
Kirby’s Epic Yarn is a 
rare kind of game that ap- 
peals to longtime fans and 
newcomers. It’s charming 
enough to keep you happy 
when things are difficult 
and challenging enough 
to keep you entertained 
through level after level of 
yarn, and it invites even 
the most solitary of gamer 
to share with a buddy 
through the co-op mode. 
With a game as cute as this, 
how could you not want to 
spread the love? * 


OCTOBER 


The third chapter in the Fable 
series fixes a lot Fable II’s 
problems, builds on a few of its 
central concepts, and introduces 
the idea of kingcraft to RPG 
players who’ve only conquered 
kingdoms but never ruled them. 


words by 
AJ Glasser 


Developer: Lionhead Studios 
Publisher: Microsoft Game Studios 
Platforms: Xbox 360, PC 
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able II, which picks up 
after Fable II left off, 
is largely built on the 
same engine and set in 
the same kingdom of Albion. The 
catch this time is you're going 
to take over the kingdom—and 
once you do, you're only half-done 
with the main storyline. A big 
part of Fable III is ruling as King 
(or Queen). 

In order to claim the throne 
of Albion for your character, you 
must go on quests where you 
meet and assist other characters, 
just like you would in any other 
role-playing game. Fable II], 
however, has you making 
promises to other characters or 
factions during these quests in 
order to win their support for 
your character’s attempt at the 
throne. Once you've won the 
throne, you must decide if you'll 
keep all your promises—and 
struggle with the harsh reality 
that many real-life leaders face: 
You can’t please everybody all the 
time. Depending on how your 
choices and promises play out, 
you could either be the best thing 
that happened to Albion since 
soap or the worst tyrant that ever 
needed overthrowing. 


As in Fable II, your choices 
impact your appearance—but 
now the incremental makeover 
applies to your weapon as well 
as your body. A player who uses 
a sword for a lot of gruesome 
finishing moves (think total de- 
capitations in slow motion) might 
find that their sword develops a 
serrated edge over the course 
of the game to reflect how many 
of these kills they’ve pulled off. 

Don’t fret, pet lovers—your 
dog comes back for the adventure. 
In addition to the return of your 
canine companion, Fable III 
introduces a new-and-improved 
interaction system. It allows 
you to bring other nonplayable 
characters with you wherever 
you go—literally leading them 
by the hand. The idea behind 
this mechanic is to create 
an emotional attachment to 
nonplayable characters. If you 
lead your child by the hand 
toward the orphanage, they will 
pull back on your character’s 
hand, begging you not to give 
them up. Even if you're an evil- 
minded player who means to 
become Albion’s ultimate despot, 
you must be made of stone not to 
feel the pull of Fable II. * 


AW \iex 
a7 ah , 


UNIVERSE 


Warner Bros. Interactive’s Lego- 
themed MMO, Lego Universe, 
features every Lego block ever 

made, offering a creativity-driven 


experience that’s anything but a 
watered-down MMO for children. 


words by 


Publisher: Warner Bros. 


Interactive Entertainment 
Platforms: PC, Mac 


he beacons of maturity 
that we are, the Game- 
Pro editors generally 
seize any and every op- 
portunity to act like big kids in 
both the real and digital worlds. 
So when we first learned that an 
acclaimed MMO developer was 
working on a game based on, 
quite literally, the building blocks 
of our childhood, we let out a soft 
sigh for all of our soon-to-be- 
missed deadlines, ruined relation- 
ships, and late rent checks. 

The intent of Lego Universe 
is to capture and encourage 
the unique brand of creativity 
that the iconic bricks inspire in 
audiences of all ages. Developed 
by NetDevil—the studio behind 
Warmonger, Jumpgate: Evolu- 
tion, and Auto Assault—Lego 
Universe plays against some of 
the typical MMO conventions 
and restrictions, emphasizing 
customization and socialization 
over genre staples such as grind- 
ing, auctioneering, and looting. 

Players take control of their 
very own, highly customizable 
Lego mini-figure in an expansive 
story-based, Lego-built world. 
The player’s caught in an intense 
struggle against the Stromlings— 
diabolical mini-figs corrupted by 
the essence of “dark” imagination. 

Lego Universe emphasizes 
object-based questing, asking 
players to actively seek out and 
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conquer unique challenges via 
discovering and building with 
Lego blocks, largely through col- 
laborating and creating with the 
help of other players. When not 
building, players must buck the 
constant threat of the Stromlings 
with action-oriented gameplay 
similar to the popular Traveller’s 
Tales Lego games. But combat is 
only a fraction of what makes up 
Lego Universe—the real meat is 
the creation. 

The game includes every Lego 
block ever released, empowering 
players to build any and every- 
thing imaginable, such as houses 
and vehicles, fantastical pets, and 
blockheaded compatriots. If they 
so desire, players can also apply 
behavioral attributes to their 
creations to define how they act 
in the game world. Want your 
own army of chicken-chomping 
dinosaurs? It’s completely 
doable—that is, if you have the 
blocks, the time, and the imagina- 
tion to make it happen. 

Don't let its kid-friendly charm 
fool you; Lego Universe is a fully 
featured MMO that’s bound to 
surprise, and possibly even win 
over, plenty of MMO diehards. 
The game is set for an October 
26 release date for both PC and 
Mac, but it’s available even earlier 
at both participating Lego stores 
and Legoland facilities as soon as 
October 12. * 
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Developer: LucasArts 
Publisher: LucasArts 
Platforms: Xbox 360, PS3, Wii, DS, PC 
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Players reprise their role as Starkiller, 
Vader’s apprentice, who, for some reason, 


obody likes being a 
tool, especially when 
somebody decides that 
said tool is of no use 
to them anymore. Darth Vader’s 
secret apprentice certainly 
doesn’t appreciate it, anyway, 
patricularly when his now ex- 
master orders his execution at 
the hands of Stormtroopers. 
Lots of unanswered questions 
fuel the hype machine around 
The Force Unleashed II]—like why 
would Darth Vader order Starkill- 
er’s execution instead of carrying 
it out himself? Why, if Starkiller 
were no longer useful, would 
Darth Vader have a roomful of 
Starkiller clones? Can Jedi actually 
be cloned and retain all of their 
powers? What really happened to 
Juno Eclipse—the love interest 
from the first Force Unleashed? 
We do know some things: 
General Rahm Kota and Yoda 
both make key appearances in 
the game and we should keep 
our eyes peeled for other cameos 
from characters within the Star 
Wars fiction. On the tech side, the 
targeting system gets a makeover 
by replacing the reticule with a 
highlighting system that makes 
targets glow. Weapons-wise, 
Starkiller can now dual wield 


believes he’s a clone this time around. 


lightsabers, which plays into the 
totally overhauled combo system. 
On the Force front, a new Mind 
Trick power allows Starkiller to 
turn enemies on each other; Force 
Grenade lets you “charge” up 
enemies you ve Force Lifted so that 
you can throw them into a group 
where they'll explode’ and Force 
Lightning is kind of Starkiller’s 
go-to power now instead of a high 
level end-of-game treat. 

Despite the combat tweaks 
and upgrades, the developers at 
LucasArts wanted to scale back 
on the all-combat-all-the-time 
approach to gameplay and invite 
players to solve puzzles and 
explore environments. Former 
Executive Producer Haden Black- 
man told GamePro in our June 
2010 cover story to expect more 
scripted motions and more one- or 
two-on-one encounters as opposed 
to all-out brawls with hundreds 
of Stormtroopers. In the early 
trailers for the game, we see some 
of these elements in action—the 
dual wielding in particular. Despite 
what Blackman said, however, 
we can also see Starkiller blowing 
away hundreds of enemies with a 
Force blast that actually disinte- 
grates Stormtroopers—armor 
and all—on contact. This speaks 


to a few under-the-hood 
changes to the impressive 
physics engine where non- 
playable characters and 
pieces of the game envi- 
ronment react to Starkiller 
in more authentic (and 
badass) ways. 

Despite what looks like a 
power boost for Starkiller, 
it’s not all about flinging 
Force lightning down a 
hallway into a room full 
of droids (although that’s 
probably going to be one 
of our early priorities). The 
Force Unleashed II takes 
the story of Starkiller to a 
darker place that examines 
the line between sanity and 
grief, and commitment and 
obsession. Starkiller is out 
for more than revenge on 
Darth Vader for discarding 
him—he wants to find 
Juno, sort out his clone- 
or-not issues, and figure 
out his role in the budding 
Alliance. Even if you don’t 
especially feel sorry for 
Starkiller with all he’s been 
through (hey, the guy can 
chuck 15 guys at a time 
down a mineshaft without 


even lifting his pinkie 


finger), it’s hard not to find 
yourself drawn to the raw 
power his character seems 
to radiate. 

The Force Unleashed II 
could serve as a turning 
point for storytelling in the 
video-game industry—it 
certainly is a lesson in how 
to eloquently pick up a 
story you ended so thor- 
oughly within one game 
for a round two. This game, 
however, also marks a 
turning point for the Force 
Unleashed as a franchise as 
it’s the last game handled 
by Haden Blackman at 
LucasArts. Blackman, who 
spearheaded development 
of The Force Unleashed 
games and served as head 
writer here, left the com- 
pany only three months 
shy of the game’s October 
release. Force Unleashed II 
defines Blackman’s vision 
for the franchise and while 
only time will tell if that 
vision will last long enough 
for a Force Unleashed III, 
we can easily say that this 
game is a hell of a note to go 
out on...and we can’t wait 
to hear it. * 
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LORDS OF SH 


ADOW 


The next title in Konami's gothic- 
adventure series offers a deeper story 
and larger game world than ever before. 


Developers: Kojima Productions and MercurySteam 


Publisher: Konami 
Platforms: Xbox 360, PS3 


n the past, you couldn't laud 
Castlevania games for tell- 
ing complex stories. Many 
titles in the series followed 
the “lead X Belmont on a quest to 
defeat Dracula and his minions” 
formula. This changes with Lords 
of Shadow. Though the Belmont 
namesake remains, almost every- 
thing else receives a significant 
overhaul, including a brand-new 
action-game approach to combat 
and a more personal quest for 
protagonist Gabriel Belmont. 
Lords of Shadow’s story features 
a complexity that’s uncharacteris- 
tic of Castlevania title. Players lead 
Gabriel Belmont, a member of a 
group known as the Brotherhood 
of Light, on a quest to retrieve 
pieces of a mask imbued with the 
power to resurrect the dead. Ad- 
ditionally, he must investigate the 
origins of a dark spell cast across 
the land that’s preventing human 
souls from moving on to the 
afterlife—including the soul of his 
recently deceased wife. 
To help convey the gravity 
of what Konami and developer 
MercurySteam hope to achieve 
with Lords of Shadow’s story, 


the teams enlisted a number 
of talented actors to portray 
characters in the game. Scottish 
actor Robert Carlyle voices Gabriel 
Belmont, and Patrick Stewart 
both narrates the game and voices 
Gabriel’s mentor, Zobek. 

Lords of Shadow also introduces 
a new take on combat that allows 
players to upgrade many of the 
Belmont clan’s classic weapons, 
like the dagger and holy water. 
Additionally, the game offers 
players a new way to use the 
Belmonts’ signature weapon in 
a new way. Dubbed the Combat 
Cross, Gabriel’s chain whip is quite 
versatile, allowing players to inflict 
weaker short-ranged attacks or 
sweeping area attacks that savage 
any enemies within range. Players 
can also use the Combat Cross to 
navigate the labyrinthine areas 
and levels by swinging to other- 
wise inaccessible points. 

The series has always had 
a mature bent, but with the 
inclusion of a more adult-oriented 
storyline and a fresh approach to 
classic Castlevania combat, fans of 
the series should have a lot to look 
forward to. * 


SUPER SCRIBBLENAUTS 


5‘* Cell returns with the follow up to 
their successful emergent puzzle title. 


words by 
Andy Burt 


Developer: 5th Cell 
Publisher: Warner Bros. 
Interactive Entertainment 


Platform: DS 


t was difficult to fathom 
how much work developer 
5" Cell put into the lexicon 
of words players could create 
in Scribblenauts—it also became 
a fun test for players to see if they 
could think of a word that wasn’t 
included. With Super Scribble- 
nauts, 5" Cell is upping the ante, 
allowing players to modify nouns 
with an equally impressive number 
of adjectives. 

Adjectives are used for more 
than just the aesthetic changes 
they imbue on objects, as many of 
the puzzles in Super Scribblenauts 
are dubbed “Adjective Levels,” and 
require the player to use adjective 
modifiers to solve. In one instance, 
players may find themselves with a 
colored keyhole, and need to create 
a key of the same color. Puzzles 
progressively get more complex, 
and can require multiple adjective- 
modified nouns in order to unlock 
Starites, which return from the 
first game. Additionally, a new 
hint system is in place to assist 
players on more complex puzzles. 

Super Scribblenauts includes a 
robust level editor as the first title 
did, and players can share their 
levels via the DS’ Wi-Fi. With a 
host of new ways for players to 
modify objects, player-created 
levels are sure to be exponentially 
more complex than those in the 
previous title. * 


Other October Releases 
Who needs backward compatibility? The Sly 
Collection (PS3) has three PS2 games (Sly 
Cooper and the Thievius Racconus, Sly 2: Band 
of Thieves, and Sly 3: Honor Among Thieves) 
remastered in hi-def with new Move mini 
games... Ninja Theory’s teamwork-themed action 
opus Enslaved: Odyssey to the West (Xbox 
360, PS3) comes backed by Hollywood talent... 
Handheld RPG-ers will find a brand-new Final 
Fantasy adventure in The 4 Heroes of Light 
(DS) from Square Enix... The great outdoors head 
inside: Rapala Pro Bass Fishing 2010 (Xbox 
360, PS3, Wii) from Activision comes witha 
rod-and-reel peripheral... Gamers craving hand- 
to-hand combat get atrio of titles: Konami’s 
Lucha Libre AAA Heroes of the Ring (Xbox 
360, PS3, Wii, DS, PSP) pits Mexican wrestlers 
against each other, while WWE Smackdown 
vs. Raw 2011 (Xbox 360, PS3, Wii, PSP) and EA 
Sports MMA (Xbox 360, PS3) feature authentic 
LS. grapplers and combatants...Sony’s The 
Fight: Lights Out (PS3) has one-on-one fistfights 
and Move-compatible controls. Speaking of 
Move, Namco Bandai’s first-person arcade 
shooter Time Crisis Razing Storm (PS3) should 
work well with Sony’s Shooting Attachment 
controller, which debuts this month.. Seven45 
Studios’ Power Gig: Rise of the SixString (Xbox 
360, PS3) lets yourock out to onscreen tunes 
with areal electric guitar... Resident Eviland 
Devil May Cry creator Shinji Mikami takes the 
director's chair for Sega’s Vanquish (Xbox 360, 
PS3),a third-person action title... Geared more 
toward younger players, Activision’s Tony 
Hawk: Shred (Xbox 360, PS3, Wii) is the first 
game in the franchise to include snowboarding... 
Justin time for HaNoween are Namco Bandai’s 
Splatterhouse (Xbox 360, PS3), a violent 
re-boot of the classic 16-bit side-scroller, and 
Konami's Saw I: Flesh & Blood (Xbox 360, 

PS3), which makes players solve sadistic, deadly 
puzzles (or else)... In the spirit of the movie 
Inception, the action-shooter Mindjack (Xbox 
360, PS3) from Square Enix lets players hackinto 
and controlhumansandma S... Finally, the 
third time’s the charm with the multiplayer and 
famuy-oriented offerings Hasbro Family Game 
Night 3 (Xbox 360, PS3, Wii) from EA Games and 


Hudson's Deca Sports 3 (Wii). 
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Developer: Treyarch 
Publisher: Activison 
Platforms: Xbox 360, PS3, Wii, DS, PC 
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BLACK OPS 


Treyarch’s Call of Duty: Black Ops drops 
players in the midst of the Cold War—but 
it’s not the first work of fiction to take place 
during the conflicts of that period. We take 
a look back at notable examples of the Cold 


he United States 
emerged from World 
War II as the world’s 
defender of democracy 
and free-market capitalism. Yet 
it didn’t take long for another 
philosophy to rise up and 
challenge America’s dominance— 
the embers of the war were still 
cooling as the defining conflict 
of the second half of the 20th 
century began: the Cold War. 

The cold war between the 
United States and the Soviet 
Union isn’t the only example of 
such a conflict in world history 
(England and France were engaged 
in a cold war during the American 
Revolution). But the U.S.-U.S.S.R. 
philosophical donnybrook is the 
only one to get capital letters—we 
know it as the “Cold War.” 

The next Call of Duty game, 
Treyarch’s Black Ops, takes place 
during the Cold War. The major 
armed conflict of this period was 
the Vietnam War, which pitted 
proxies of the U.S. and U.S.S.R 
against one another until America 
entered the fray. But the Cold War 
is about much more than pitting 
capitalism and communism in 
the jungles of Southeast Asia. 

The Cold War influenced events 
around the globe—and many 
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War depicted in film, television, and books. 


forms of media as well (from both 
U.S. and Soviet perspectives). And 
these films, books, and shows 
could give us a better idea of the 
backdrop for Black Ops. 

The U.S. and the Soviet Union 
never faced one another on the 
battlefield. But the U.S. and the 
U.S.S.R. did face off via proxies. 
The Middle East hosted a number 
of proxy conflicts between the 
Americans and the Soviets—the 
Arab wars against Israel, the Iraq- 
Iran war of the 1980s, and the 
Soviet invasion of Afghanistan. 

Other events, such as the 
C.L.A.-backed overthrow of the 
democratically-elected Iranian 
government in 1953, were billed 
at the time as efforts to stop 
communism from taking root. 

If any action resembles the 
high-stakes espionage seen in the 
stories of James Bond and Jack 
Ryan, it’s the coup in Iran. Kermit 
Roosevelt, Jr., the grandson of 
President Theodore Roosevelt, 

led Operation Ajax as “James 
Lockridge” while playing tennis at 
the Turkish Embassy. According to 
the book Countercoup: The Struggle 
for Control of Iran, he nearly 

blew his cover by admonishing 
himself—“Oh, Roosevelt!”—on 
the court. He explained it by 


saying Republicans such 
as himself used Franklin 
Delano Roosevelt’s name 


as a curse. 

The Western world is 
still dealing with the rami- 
fications of the Iranian 
coup and these proxy wars 
in the Middle East—such 
actions led to a distrust 
of the U.S. and helped set 
the stage for the Islamic 
Revolution of 1979. This 
also led the U.S. to back 
one despot, the Shah of 
Iran, for another: Saddam 
Hussein of Iraq. The disor- 
ganization of Afghanistan 
after Soviet occupation 
served as fertile ground 
for Al Qaeda—and the 
current wars we're fight- 
ing in both that country 
and Iraq. 

A number of Call of 
Duty: Black Ops’ battle- 
grounds take place in 
Vietnam, the defining con- 
flict of the Cold War. The 
Battle of Hue, part of the 
Tet Offensive in 1968 and 
well chronicled in film, lit- 
erature, and gaming, plays 
a role in Black Ops. As one 
of the bloodiest battles of 


Vietnam, it should. Stan- 
ley Kubrick’s Full Metal 
Jacket examines the battle 
through the eyes of young 
Marines. Based on the 
book The Short-Timers, Full 
Metal Jacket conveys the 
brutality of the conflict. 
Another war, however, 
was being fought in the 
jungles of Southeast Asia. 
These actions go beyond 
the bombing ordered by 
President Richard Nixon 
in Laos and Cambodia. 
Echoes of the conflict 
in Laos, known as “The 
Secret War,” may be seen 
in what some consider the 
defining film of the Viet- 
nam War era: Apocalypse 
Now. Director Francis Ford 
Coppola denies that Mar- 
lon Brando’s role of the 
megalomaniacal Col. Kurtz 
isn’t based on Anthony 
“Tony Poe” Poshepny, a 
U.S. paramilitary agent 
who trained Hmong 
forces in Laos to fight the 
North Vietnamese and 
Laotian communist forces. 
Coppola has said Kurtz 
is “loosely based” on Col. 


Robert Rheault, the 


commanding officer of 
Green Berets in Vietnam. 
The U.S.—and USS. cul- 
ture—is still dealing with 
the ramifications of “The 
Secret War.” Many Hmong 
came to the US. after the 
Vietnam War, and you 
can see their plight to fit 
into American society and 
preserve their culture in 
the recent Clint Eastwood 
film, Gran Torino. 


Kubrick's Dr. Strangelove: 


Or How I Learned to Stop 
Worrying and Love the 
Bomb is arguably the best 
political satire of the 20th 
century. It skewers the 
nuclear arms race, the 
idea of securing people 

in shelters to wait out 
Armageddon, doomsday 
machines, and the use 

of scientists from Nazi 
Germany to help grow the 


U.S. nuclear arms program. 


Yet the world did come 
close to nuclear war: the 
Cuban Missile Crisis. 
Depicted in films such as 
Thirteen Days (itself based 
not on the book of the 
same name from former 
Attorney General Robert 


Kennedy, but The Kennedy 
Tapes: Inside the White 
House During the Cuban 
Missile Crisis), the standoff 
came to a peaceful conclu- 
sion when both nations 
backed down, with the 
Soviets removing missiles 
from Cuba and the U.S. 
from Italy and Turkey. 

The crisis led to the 
establishment of the “Hot 
Line,” the link between 
the U.S. and the U.S.S.R. 
known in popular culture 
as ‘the red telephone.” 

The Cuban Missile Crisis 
inspired works such as Dr. 
Strangelove and Sidney 
Lumet’s Fail-Safe, a more 
realistic fictional film about 
nuclear attack. One could 
also argue that the Cuban 
Missile Crisis and the threat 
of nuclear annihilation 

also brought us the Fallout 


video-game series. * 
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Developer: Microsoft Game Studios 
Publisher: Microsoft Game Studios 
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Kinect brings motion control to the Xbox 360 
in a big way, utilizing camera and speech- 
recognition technology for a new level of 
interaction, both in a variety of new games 


fter a lengthy wait, 
Kinect hits Xbox 
360 on November 4, 
and the speech and 
motion-recognition systems 
represent an entirely new way of 
playing games. Sure, we’ve seen 
camera-based control systems 

like Sony’s EyeToy in the past, but 
with Kinect, Microsoft intends to 
offer an even deeper way for play- 
ers to interact with their games. 
The device, which costs $150, 
recognizes upward of 20 distinct 
joints on the human body, giving it 
the capability to track your precise 
movements as you play each 
Kinect-enabled game. 

As a game controller, the 
possibilities seem endless. Within 
the first wave of games, players 
may exercise without cumbersome 
controllers, move their entire 
bodies to play a wide variety 
of sports, bust out killer dance 
moves, and drive a car simply by 
grasping an imaginary wheel and 
making arm movements. This 
is what gamers will initially see 
from Kinect, but future games 
promise the ability to hold lengthy 


and its intuitive navigation functionality. 


conversations with A.I. characters, 
wield a lightsaber or sword against 
oncoming forces, and control a 
game similar to how a composer 
commands an orchestra. 

But Kinect does more than 
deliver new game experiences 
it also enhances the Xbox 360’s 
home-theater and dashboard- 
browsing experiences. Now you 
can use your hands to navigate 
menus or vocalize what feature or 
application you'd like to use, and 
Kinect takes care of the rest. 

Kinect Adventures is likely the 
first game many Kinect purchasers 
play, as it comes with the device 
and the system bundle. This party 
game lets players work with—or 
against—each other in games that 
test their agility and reflexes. It’s 
certainly not the only game to 
look forward to: Detailed in the 
pages ahead are eight other highly 
anticipated Kinect titles due out 
this year. And if you’re unsure 
about the long-term promise of 
the device, don’t forget that 2011 
should deliver Forza with Kinect, 
LucasArts’ Star Wars game, and 
the decidedly trippy Child of Eden. 


DANCE 
CENTRAL 


Developer: Harmonix 
Publisher: MTV Games 


Dance Central is one of the most 
original games in the Kinect launch 
lineup, thanks in no small part to the 
pedigree of its developer: Rock Band 
and Guitar Hero creator Harmonix. The 
studio’s first Kinect game challenges 
players to perform more than 600 dance 
moves to the tune of recent and classic 
hits like Lady Gaga’s “Poker Face,” No 
Doubt’s “Hella Good,’ and the Beastie 
Boys’ “Body Movin’.” Playing the game 
is surprising intuitive, as it accurately 
recognizes your different movements 
and lets you change multiple difficulty 
settings on the fly, which is helpful 

for the more rhythmically challenged 
gamers out there. 


EASPORTS 
ACTIVE 2 


Developer: EA Sports 
Publisher: EA Sports 


Fresh off its successful first outing for 
the Wii, EA Sports Active expands to 
other platforms this fall, with the Xbox 
360 version using Kinect to challenge 
players with a plethora of exercises. 
Some players realized that it was possible 
to half-ass workouts in the first title 

by forcefully shaking the Wii Remote, 
but these layabouts will have a tougher 
time with the second—for example, the 
Kinect camera can detect whether you're 
finishing a push-up, and you won't 
receive credit for only going halfway. 
Beyond the Kinect integration, EA 
Sports Active 2.0 also includes a heart- 
rate monitor and allows gamers to join 
groups online and share workout results 
with friends. 
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HARRY POTTER 
AND THE 
DEATHLY 
HALLOWS: 
PART I 


Developer: EA Games 
Publisher: EA Games 


While the core adventure in Deathly 
Hallows: Part I uses a standard control- 
ler interface and is similar to the other 
titles in the series, the Xbox 360 version 
includes a special Kinect-compatible bonus 
mode that lets you tackle challenges with 
a friend. Each player can use their hands 
and arms to simulate casting spells by 
performing gestures in front of the Kinect 
camera. In these challenges, players face 
off against Death Eaters and packs of oth- 
er enemies from the series, and it tracks 
scores through Xbox Live leaderboards. 


KINECT 
JOY RIDE 


Developer: BigPark 
Publisher: Microsoft Game Studios 


Joy Ride was initially planned to hit the 
Xbox Live Arcade as a standard kart racer 
some time ago, but the addition of Kinect 
(and the move to a retail disc) has given 
the game a different focus and a bold new 
control scheme. Instead of twiddling a 
joystick or spinning an expensive wheel 
accessory, all you need to do is hold out your 
hands and rotate them like you're holding 
an actual steering wheel. Kinect Joy Ride 
picks up on your movements and transfers 
them into in-game actions, letting you 
drive your kart with ease. The game also 
includes a Stunt mode, in which you ramp 
up halfpipes to collect items. 


KINECT 
SPORTS 


Developer: Rare 
Publisher: Microsoft Game Sutdios 


Sports are an ideal fit for motion-control 
devices, and Rare’s take on the formula 
conjures up several mini-games for Kinect, 
such as bowling, boxing, soccer, volleyball, 
and table tennis. While you've seen a 

lot of these mini-games before on other 
platforms, the real standouts in Kinect 
Sports are the track-and-field events, such 
as sprinting, hurdles, and long jump. Each 
uses the Kinect camera to measure your 
movements and requires real physical 
exertion to find success; leaping to avoid 


virtual hurdles in your path is no easy feat. 
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KINECTIMALS 


Developer: Frontier Developments 
Publisher: Microsoft Game Studios 


The developers of Kinectimals hope to 

up the ante on the “cute” factor for the 
virtual-pet genre that Nintendo DS series 
Nintendogs set. This flagship Kinect 
launch title allows players interact with a 
handful of virtual tigers and other jungle 
cats, and even jaded gamers should have a 
hard time avoiding the charm inherent in 
the game. Players can name their animal, 
simulate petting it, and even goad it to 
perform tricks, like rolling over and leaping. 
Additionally, players can take control of the 
animal on occasion, navigating their critter 
through simple obstacle courses. 
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SONIC FREE 
RIDERS 


Developer: Sonic Team 
Publisher: Sega 


Although the impending release of Sonic 
the Hedgehog 4 could sate gamers’ crav- 
ings for the spiky-haired sprinter, Sega 
has another Kinect exclusive coming this 
year: Sonic Free Riders. As the successor 
to the earlier Sonic Riders games, Free 
Riders sees you guiding the iconic hero 
and his familiar pals through a futuristic 
hoverboard-racing experience, letting you 
contort your body to keep your rider on 
track and collect powerups along the way. 
Kinect also enables the game to feature 
segments where players wipe ink off the 
screen and emulate swimming move- 
ments during underwater areas. 


YOUR SHAPE: 
FITNESS 
EVOLVED 


Developer: Ubisoft Montreal 
Publisher: Ubisoft 


As Microsoft plans to launch Kinect 
with no less than four fitness games 
(including The Biggest Loser and Zumba 
Fitness), Your Shape: Fitness Evolved 
has garnered the most attention of the 
bunch due to its impressive capability to 
gauge your height and body composition 
simply via the Kinect camera. From 
there, Your Shape offers a wide variety 
of exercises, such as more active fitness 
routines and zen-like yoga classes. Early 
demos and video clips already hint that 
Fitness Evolved could be a standout tile 
in Kinect’s launch lineup, and we're very 
curious to see how the final package 
shapes up this holiday season. * 


words by 
Dave Rudden 


Developer: Junction Point Studios 
Publisher: Disney Interactive Studios 
Platform: Wii 
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Y EPIC MICKEY 


Warren Spector, the veteran producer of dark 
PC fare like System Shock and Deus Ex, brings 
his unique method of storytelling to a darker 


Disney world. 


ll game pitches at 
Warren Spector’s Junc- 
tion Point Studios are 
subject to a seven-item 
questionnaire before they can 
land on the esteemed developer’s 
desk. Chief among those ques- 
tions is, “What is the thing in this 
game that nobody on the planet 
has ever seen?” When Disney 
Interactive Studios came to Spec- 
tor with the idea of a game about 
“Mickey Mouse entering a world 
of forgotten characters,” he wasn’t 
about to force the world’s largest 
entertainment company to do any 
paperwork. Instead, he decided 
that his own company should have 
the answer before committing to 
development. So what does Disney 
Epic Mickey do that nobody on 
this planet has ever seen? Here are 
two of Spector’s answers. 

“It lets you take things away 
and bring them back.” The core of 
Disney Epic Mickey’s 3D gameplay 
is Mickey’s ability to remove and 
rebuild the world around him with 
his paintbrush. Over the course 
of his quest to redeem original 
Disney cartoon darling Oswald the 
Lucky Rabbit and face other char- 
acters that have been pushed aside 
because of his popularity, Mickey 
is required to remove characters 


and parts of the environment with 
paint thinner in order to proceed; 
on the flip side, Mickey’s paint 
brush can restore objects. 

Spector has shied away from 
painting Disney Epic Mickey with 
the same brush of moral conse- 
quence as his previous PC classics 
and has gone to great lengths to 
ensure gamers understand that 
Mickey’s two moves aren’t each 
aligned with sense of good or evil. 
“If an artist draws something and 
he doesn't like what he’s created, 
he erases it,” Spector says. “It’s 
not evil—it’s a part of the creative 
process. They just draw it again in 
a different way.” 

That said, there is a mysterious- 
ness that remains about Mickey’s 
interactions with his world—a few 
times over the course of a game, 
you ll come across an object that 
defies his duality. For instance, 
the pumps that power Disney’s 
most popular attractions have all 
been damaged, and can be filled 
only once with one of two liquids. 
Filling one with paint after repairs 
restores a ride to its original condi- 
tion; using thinner lets Mickey 
receive new items. It may not cre- 
ate moral quandaries for players, 
but the choice does seem to create 
some permanence in a world 


where decisions can be 
done and then undone. 

“It reminds Mickey that 
he’s a cartoon character.” 
Spector and his team 
have put a lot of thought 
into how Mickey moves 
and animates, which 
manifest in every form of 
the game. For first-time 
players, however, the 2D 
stages will likely be the 
most striking proof of this 
concept. Linking together 
all of the worlds Mickey 
traverses, the 2D stages 
are pulled directly from 
some of the most popular 
cartoons of the mouse’s 
early career. 

Mickey’s adventures 
include one of his first- 
ever appearances in the 
black-and-white classic 
Steamboat Willie, an Alpine 
Climbers vertical stage 
with adorable little bucks 
helping boost you to reach 
more difficult platforms; 
Clock Cleaners, with gears 
and moving platforms; 
and Oh, What a Knight, a 
castle-based stage from 
a classic Oswald cartoon 


that provides a look at 

the game’s enigmatic 
antagonist. In addition to 
presenting the stages with 
the same visual styles of 
the original cartoons, the 
characters that serve to 
exist only within the levels 
are shown as flat as a film 
cell while Mickey remains 
in 3D. Mickey may be a car- 
toon character, but Spector 
also states he wants the 
mouse to be remembered 
as a hero that does more 
than greet theme-park 
visitors and appear on T- 
shirts. Presenting him in a 
different perspective than 
just his cartoon persona is 
a reflection of Disney Epic 
Mickey’s efforts to show 

a more multidimensional 
mouse. * 


4 
ih 
ay 
A 
” 
i] 


words by 
Andrew Hayward 


Developer: Retro Studios 
Publisher: Nintendo 


Platform: Wii 


COUNTRY 


After more than a decade of portable games and spinoffs, 
Donkey Kong finally returns to the classic side-scrolling 
action that brought him success on the Super Nintendo. 


t’s shocking to think 
that it’s been 14 years 
since the last Donkey 
Kong Country game 
for Super Nintendo. In that 
time, Kong has played the 
Konga drums, kept pace 
with a Jungle Beat, and 
raced on hover-bongos (it’s 
best not to ask). But it has 
been a very long wait for 
a real entry in this classic 
action series. 

Luckily, Nintendo is pre- 
paring to release Donkey 
Kong Country Returns 
for the Wii in November. 
The game is a true return 
to form for the iconic ape, 
featuring side-scrolling 
stages filled with launch 
barrels, collectable K-O- 
N-G letters, and plenty of 
mine-cart action. It’s also 
promising that Nintendo 
tapped Metroid Prime 
developer Retro Studios 


for the project; the studio’s 
history proves they know 
how to properly resurrect 
a beloved franchise. 

What we ve seen of 
Donkey Kong Country 
Returns so far shines on 
theWii hardware, with crisp 
and colorful 3D characters 
and levels that remind us 
of the classic SNES visuals 
but with an all-new level of 
detail. Moreover, Donkey 
Kong Country Returns 
picks up a couple of 
features that complement 
its new platform, including 
shaking the Wii Remote to 
slap the ground. 

One of the most inter- 
esting aspects of the next 
adventure is the capabil- 
ity for players to team up 
with Diddy Kong for a 
new co-op experience. In 
the past, one player could 
swap between Donkey and 


Diddy Kong, but Donkey 
Kong Country Returns 
allows a second player to 
pick up the Wii Remote 
and Nunchuk and play at 
the same time. Teaming up 
to tackle the story mode 
opens up a variety of new 
moves for the pair, such as 
Diddy Kong’s ability to ride 
Donkey Kong’s back and 
leap off as needed. 

Donkey Kong Country 
Returns looks like the 
epitome of a Donkey 
Kong side-scrolling 
platformer, with loads of 
jungles, beaches, and other 
settings to thoroughly 
explore. New Super Mario 
Bros. Wii showed what can 
happen when Nintendo 
revives a past concept with 
modern flourishes, and 
we would like to see Retro 
Studios do this classic 
franchise justice. * 


words by 
Will Herring 


Developers: Sonic Team 
and Dimps 

Publisher: Sega 
Platforms: Wii, DS 


> COLORS 


Sega’s latest featuring its iconic blue 
speed-demon cuts out the excess and 


returns to the series’ roots. 


he HD generation 
hasn't been particularly 
kind to Sega’s iconic 
mascot, with the Blue 
Blur seeing regular and needless 
reinventions across numerous 
platforms and genres in just a 
handful of years. Quite frankly, a 
return to the speedster’s roots is 
long overdue, and Sonic Colors, a 
slick new adventure from develop- 
ers Sonic Team and Dimps, may 
be exactly what series faithful 
have been waiting for. 

A blend of 2.5D and 3D action, 
Sonic Colors abandons the gim- 
micky nature of recent under- 
whelming series installments, 
dropping Werehogs, magical 
swords, genies, and go-karts in 
favor of the classic high-octane 
action that put Sonic neck-and- 
neck with Nintendo’s portly 
plumber back in the 16-bit era. 


Rife with game-changing power- 
ups, Colors sees Sonic rescuing 
an enigmatic alien race known 
as “Wisps’” from the sinister Dr. 
Eggman’s newest scheme. 

Each Wisp grants Sonic an ad- 
ditional power on top of his trade- 
mark stellar speed, with White 
Wisps offering an extra boost of 
momentum, Orange sending the 
hero airborne, Yellow allowing 
him to dig deep into the ground, 
and Red transforming him into 
a walking fireball. Each power- 
up impacts the core gameplay, 
regularly mixing up the on-screen 
action, but never, ever stopping or 
slowing down the speed. 

Sonic Team helms the Nintendo 
Wii version, while developer 
Dimps (Sonic Rush, Sonic Rush 
Adventure) handles the Nintendo 
DS iteration. Both versions of 
Colors feature their own unique 
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story, as well as gameplay and 
visuals that play to the unique 
strengths of the designated 
console. And while Sonic Colors 
will be a uniquely single-player 
experience, the Wii iteration is 
said to include leaderboards for 
comparing, contrasting, and 
utterly destroying the top scores 
of your friends, foes, and random 
players online. 

Sonic Colors is slated for 
a November 2010 release on 
both the Nintendo Wii and DS. 
Whether or not it’ll revitalize the 
reputation of one of gaming's 
most recognizable faces is yet to 
be seen, but even at this early 
stage in development, Colors 
has all the trimmings of a stellar 
return to form. And, hey, there 
hasn't even been one mention of 
Big the Cat—that has to count for 
something, right? * 


words by 


Dave Rudden 


Developer: Criterion Games 
Publisher: EA Games 
Platforms: Xbox 360, PS3, Wii, PC 


PURSUIT 


What happens when EA’s two biggest 
racing franchises—Need for Speed and 


Burnout—collide? 


hile the an- 
nouncement of 
Burnout developer 
Criterion taking 
the keys of the newest Need for 
Speed game may have initially 
sent a few shock-waves through 
the video game community, the 
two franchises have been on the 
same track for years, with Hot 
Pursuit providing the best means 
co merge. 

Published over 12 years ago, 
the original Need for Speed: Hot 
Pursuit provided a new way to race, 
pitting the police against perpe- 
trators in a battle that required 
equal parts strategy and speed. 
Criterion takes that ethic to even 
higher levels, mixing in modes that 
require total destruction of oppo- 
nents or creating the biggest pileup 
possible. Now the team that has 
pioneered the art of car crashes is 
starting the engine on the long- 
awaited HD debut of the foremost 
car chase franchise. 

Pursuits have every reason 
to believe Criterion is the right 
team to re-tune Need For Speed’s 
engine. The vehicles are larger- 
than-life and the interaction 
between cops and crooks is pure 
Burnout, with collisions taking 
on great significance and even 
greater heft. Facets of previous 
Hot Pursuits like spike strips have 
been blown up big, Burnout-style, 
as helicopters will speed over your 
target and drop a line in front of 
the perp. Of course, new elements 
have been added to the chases— 
cops can send out electromagnetic 


pulses to cause control failure 
amongst enemy cars, while crooks 
can jam radars and place decoy 
vehicles to fool followers. In true 
Burnout tradition, the races 

will end with one or both of the 
parties getting totaled in a truly 
spectacular fashion. 

Criterion also hopes to change 
the way competitors engage with 
each other online. While gamers 
can certainly get a lot of mileage 
out of playing online simultane- 
ously, the biggest new addition 
to the franchise is its inventive 
new take on the stalest of online 
staples—the leaderboard. With 
the “Autolog,” race fans are kept 
abreast of the accomplishments 
and current status of their com- 
petitors with a real-time feed. The 
Autolog’s lifeblood is “Bounty,” the 
experience system that places a 
value on catching crooks or evad- 
ing the fuzz, providing incentive to 
the individual and an edge to one 
of the game’s two sides as the en- 
tire online community plays a part 
in the battle. 

Our perspective of Hot Pursuit 
hasn't expanded too far beyond the 
standard cop-versus-crook chase, 
which provides as much worry as 
it does excitement to see what’s 
next. However, the adeptness Cri- 
terion has shown in handling the 
core values of the concept has us 
pretty confident in their ability 
to not only improve upon the ele- 
ments that have made past Need 
for Speed games great, but to inte- 
grate the innovative features that 
defined the Burnout franchise. * 


IISMO5 


Polyphony Digital’s long-awaited fifth 
game in the Gran Turismo series is 


finally seeing the light of day. 


Publisher: Sony 
Platform: PS3 


ans of Polyphony over by those that experience it... 

Digital's behemoth okay, maybe that’s a little bit of 

racing simulator series an exaggeration. 

Gran Turismo are used The sheer beauty of the game 
to waiting a long time for the can't be exaggerated, however, 
racer they covet. Despite having a and it can be seen in the larger 
slight reprieve with 2008’s Gran quantity of cars and tracks on 
Turismo 5 Prologue, the title of- show in the game. Somewhere 
fered players just a taste of things on the order of a thousand cars 
to come. Considering the amount are planned, and you'll have 
of new content in the full release new areas to race in, including 
of Gran Turismo 5—including the Top Gear test track, and 
new cars, new tracks and long American racing monuments 
asked-for game features—the Daytona and Indianapolis. 
Prologue seems not much more New types of racing are being 
than a quick whiff. included too, and GT5 will see 

Real visual damage model- the debut of NASCAR, Super GT, 
ing is something fans have been and World Rally Championship 
demanding for a long time, and classes, in addition to a new Kart 
Polyphony has thankfully in- racing mode that is aimed at 
cluded this feature in GT5. That more casual driving fans 
said, fans could find themselves Of course, the cynic in us 
apprehensive to smash up some will say, “Yeah I really believe 
of these beauties, as once again GT5 is coming out this Novem- 
the cars look so real that at times ber.” The inclusion of 16-player 
it seems like Gran Turismo and multiplayer for the first time 
Forza Motorsports are in a fight could be a stumbling block, but 
to the death over who can be the over the years, we've learned 
first to create a truly photoreal- that Gran Turismo games are 
istic video game. The exclusive always worth waiting for. All we 
PS3 3D technology in the game know is, the sooner we get to 
makes cars pop even more, and start our engines in Gran Tur- 


instills fear of being actually run ismo 5, the better. * 


words by 
Andrew Hayward 


Developer: Media Molecule 
Publisher: Sony 
Platform: PS3 
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The sequel to LittleBigPlanet overhauls the 
franchise’s creation tools, allowing players to 


compose their own games and even new genres. 


onsidering how original 
and entertaining 
LittleBigPlanet is, the 
thought of a direct sequel 
having the same impact seems 
impossible. But after sport- 

ing mile-wide grins every time 
we've seen it, we’re convinced— 
LittleBigPlanet 2 looks even better 
than the original, with dramati- 
cally improved creation tools anda 
larger, narrative-focused campaign 
mode to boot. 

While the original LittleBig- 
Planet’s creation tools focus on 
side-scrolling action levels, 
LittleBigPlanet 2 lets players 
create any kind of game they want 
from a wide variety of genres. 
Media Molecule’s shown off racing 
games, puzzlers, space shooters, 
and even real-time strategy levels. 
You can also create your own 
onscreen displays and link stages 
together to make games with 
multiple levels. 

LittleBigPlanet 2 also introduces 
a host of new gadgets that change 
the way you play and create stages, 
including the grappling hook, 
enemy-tossing power gloves, and 
the “Creatinator,” which lets you 
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shoot bubbles to make small 
structures to jump on. You can 
insert A.I.-controlled Sackbots 
into levels while customizing 
their actions in the game. The 
amount of depth in the creation 
suite is impressive—and you can 
use the PlayStation Move ora 
mouse and keyboard to take even 
more control over creating your 
own games. 

While the original game’s 
campaign received criticism 
for being a shallow experience, 
the sequel promises a full-scale 
adventure, complete with 50 
unique stages and a storyline that 
sees Sackboy as the member of 
an alliance pitted against the evil 
Negativitron. All of the levels users 
shared online from the first game 
are compatible, so you'll have 
endless options to choose from on 
day one. 

LittleBigPlanet 2 hits stores on 
November 16, with a Limited 
Edition version also available for 
preorder. The LE comes with a 
plushy Sackboy, two bookend di- 
oramas, and a number of in-game 
costumes based on Disney proper- 
ties and other Sony characters. * 


words by 
Patrick Shaw 
Developer: Ready at Dawn 
Publisher: Sony 
Platform: PSP 


: GHOST OF SPARTA 


Kratos returns to the PSP in a bold new adventure its 
developer promises to be a “vast improvement” over 
their critically acclaimed God of War: Chains 


of Olympus. 


eveloper Ready 

at Dawn’s already 

proven it’s quali- 

fied at telling new 
stories within the God 
of War universe. Critics 
praised their previous effort, 
2008's God of War: Chains 
of Olympus, not only as an 
excellent prequel to God of 
War but also as one of the 
finest games available on the 
PSP—currently holding a 91 
percent rating on Metacritic, 
joining Shin Megami Tensei: 
Persona 3 Portable as the 
highest-rated PSP titles. 

Despite its success with 

the God of War franchise, 
the studio isn’t satisfied 
with releasing just another 
God of War game. “Ghost of 
Sparta screams improvement 
over Chains of Olympus,” 
boasts Creative Director Ru 
Weerasuriya. ‘If you take a 
still from anywhere in the 
new game, you'll see what a 
vast improvement it is over 
Chains.” Weerasuriya points 
to the game's title screen—a 
close-up of a rain-battered 
Kratos snarling in real 
time—to illustrate his point. 


“This is the actual model for 
Kratos we use in the game.” 

Weerasuiya says the 
advancements over the last 
game aren't limited to just 
superior graphics. Cinematic 
boss battles—a staple of 
every game in the God of 
War franchise—is something 
the team’s pouring a tre- 
mendous amount of energy 
into. He notes it has at least 
twice as many mythological 
boss-type enemies in Ghost 
of Sparta than Chains of 
Olympus has. Ghost of 
Sparta features everything 
from the Scylla—a towering, 
tentacled beast that bursts 
out of the sea to attack 
Kratos and a fleet of Greek 
ships—to “smaller” foes like 
King Midas. 

Kratos’ encounter with 
King Midas in Ghost of 
Sparta might not be on 
the same scale as other 
confrontations with much 
larger enemies, but it’s every 
bit as memorable. The char- 
acters meet inside a series 
of volcanic caverns, where 
rivers of molten lava flow. 
As described in mythology, 
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Midas, King of Pessinus, 
turns anything he touches 
into gold. In Ghost of Sparta, 
however, he uses this ability 
as a weapon. In order to 
avoid being turned into solid 
gold, Kratos must repeatedly 
bludgeon the King with his 
fists to knock him uncon- 
scious. Kratos then carries 
Midas to the edge of the cave 
where a gigantic lava pool 
boils. Once he gets there, he 
can toss the King in, cremat- 
ing him. Unfortunately, 
Midas periodically regains 
consciousness while Kratos 
carries him to the lava pool. 
Packs of feral dogs also snap 
at Kratos’s heels, making 

the execution of King Midas 
much more difficult than it 
first seems. 

Weerasuriya stresses the 
chapter with King Midas is 
only one of many examples 
of how they’re pushing 
themselves to include inter- 
esting characters and mo- 
ments into the game. We'll 
see what other surprises 
Ready at Dawn is putting 
in Ghost of Sparta once it 
releases on November 2. * 
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Publisher: Ubisoft 
Platforms: Xbox 360, PS3, PC 


BROTHERHOOD 


Ezio Auditore returns for more 
adventures in assassin training 
despite already being a Master 
Assassin. It’s not all about him, 
though, as multiplayer makes its 


Assassin’s Creed entrance. 


e felt done with 
Ezio Auditore at the 
end of Assassin’s 
Creed I]—in his 
15th century time period, he’d 
overthrown the corrupt Templar 
Pope, rebuilt his uncle’s city of 
Monteriggioni, and achieved the 
rank of Master Assassin. More 
importantly, his genetic prog- 

eny, Desmond Miles, effectively 
plumbed all of Ezio’s memories for 
any information useful in thwart- 
ing the Templars of 2012. The 
developers at Ubisoft Montreal 
tell us that the story doesn’t end 
for Ezio there, though. While 
Assassin's Creed III is still a ways 
off, Assassin’s Creed: Brotherhood 
steps in to introduce new game- 
play elements and multiplayer to 
the series. 

In the story mode, players 
reprise their role as Ezio—picking 
up in a ruined Rome after he’s 
overthrown Pope Alexander VI 
(who was really an evil Templar in 
the game’s fiction). While Ezio still 
serves as an assassin with assign- 
ments to fulfill, his primary goal 
in Brotherhood is to rebuild Rome 
through the city-crafting system 
introduced in Assassin's Creed II. 
Additionally, he must recruit and 
train new assassins to continue 


the fight against the Templars 

of the early 16th century. Each 
trainee is customizable down to 
their weapons and can be sent 
out on numerous missions to 
gain Ezio experience points and 
money to help rebuild Rome. New 
weapons—particularly ranged 
armaments Ezio can fire from 
horseback—and news skills come 
into play, including an improved 
first-strike mechanic and advanced 
acrobatics system. 

Fans of the Assassin’s Creed II: 
Multiplayer for the iPhone already 
know what to expect from “Want- 
ed,” Brotherhood’s multiplayer 
mode. Wanted pits four assassins 
against one other—each receives 
an assignment to hunt and kill 
another assassin within a map. 
You can only identify your own 
target—and only when you're in 
range of them (they have playable 
chick assassins now). You won't 
have any idea who’s hunting you, 
and the game will only warn you 
if they're within your immediate 
area, giving you a chance to use a 
stealth skill and escape. 

It may not be Assassin’s Creed 
III just yet, but with a multiplayer 
mode like this, we’re more than 
ready to step back into Ezio’s shoes 
for some more classy kills. * 


words by 
Patrick Shaw 


Publisher: Sega 
Platform: Wii 


How High Voltage’s 


2 


learned from The Conduit’s 


shortcomings when 


approaching its sequel. 


he Conduit didn’t quite 
become the quintes- 
sential Wii shooter 
many gamers hoped it 
would be after its 2009 release— 
but its flaws weren't lost on its 
developer, High Voltage. This 
winter, the Illinois-based indie 
studio has every intention for 
Conduit 2 to deliver in ways the 
first game did not. 

“After The Conduit shipped, 
we knew there were certain 
aspects of the game that needed 
improvement, says Conduit 2 
Producer Josh Olson during a 
demonstration of the sequel. 
He identifies three key areas 
High Voltage’s focusing on for 
Conduit 2: A.I., level design, 
and story. 


Taking place immediately 
after The Conduit’s conclusion, 
Conduit 2 continues the story- 
line of special agent Michael 
Ford. After destroying the Trust 
organization's headquarters, 
Ford awakens on an offshore oil 
rig near the Bermuda Triangle. 
As it turns out, the rig’s also 
owned by the Trust, and soon 
Ford is thrust into a new series 
of missions where he’s tasked 
with assignments like finding 
the lost city of Atlantis, slaying 
massive mythological beasts 
like Leviathan, and solving a 
variety of mysteries. 

The level structure featured 
in the original game received 
criticism for being too linear. 
In response, High Voltage is 
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broadening the paths you can 
take in Conduit 2’s campaign 
to encourage players to explore 
their surroundings. High Volt- 
age asserts that this offers a 
great deal more variety than 
in the previous game. In addi- 
tion to the Bermuda Triangle 
and Atlantis, Conduit 2 takes 
players to locations including 
Washington D.C., Brazil’s Lost 
City of Z, and Siberia. 

With High Voltage taking an 
honest approach to ensur- 
ing the sequel’s campaign is 
superior to that of the first 
game, it appears the developer 
has a good shot at delivering 
a worthwhile experience once 
Conduit 2 is released before the 
end of the year. * 


words by 
Dave 


Rudden 


Developer: 
EA Games 
Publisher: 

EA Games 
Platforms: 
Xbox 360, PS3, 
Wii, DS, PC 
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Matching the increasing darkness 
and action of the film franchise, 
Harry Potter’s next game promises 
to go grittier and shoot harder. 


he Harry Potter 

movie franchise 

has seen a 

very obvious 
evolution over the past 
decade, its stars growing 
from pre-teens to adults 
while the tone of the films 
jumped from lighthearted 
adventures to something 
much darker. The games, 
however, have largely stuck 
to the open-world structure 
that has Harry and his 
friends exploring Hogwarts, 
searching for collectables, 
and creating spells. In a way, 
the rarely-changing school 
setting of the first six films 
has hamstrung the games, 
but with the film’s final 
chapters taking place on 
the battlefield of magic, the 
curse of staleness has a good 
chance of being lifted. 

Harry Potter and the 

Deathly Hallows: Part 1 
(the game is broken into 
two parts like the movie) 
does away with most of the 
gameplay features of past 
Potters, instead focusing 
on the combat between the 
Hogwarts student body 
and the army of Voldemort. 
Said combat takes place in 
a third-person perspective, 
with Harry, Hermoine, 
Ron, and other classmates 


firing powerful spells 

at enemies while taking 
cover from incoming 
enchantments. While the 
shooter genre may have no 
shortage of new entries, 
seeing the foremost fantasy 
genre dip its toes into 

the pool could make for 
some interesting “Gears of 
Hogwarts” gameplay. 

With the game landing 
on five platforms, we should 
see plenty of variation 
on the shooter theme, 
especially with the Wii's 
motion control and the 
touch screens on the DS 
and iPhone. While the 
PlayStation 3 and Xbox 
360 will probably stick to 
the tried-and-true style 
employed by run-n-gun 
games, the latter will 
have a Kinect-compatible 
mode that functions like a 
shooting gallery. Our hands- 
on time was marred by lag 
and imprecise recognition, 
leading us to believe that 
the mode will be a fun 
diversion for Xbox owners 
instead of a blockbuster 
exclusive. Regardless of 
your platform of choice, one 
thing is for sure—this will 
be a Harry Potter video- 
game experience unlike any 
you ve had before. * 


Other November Releases 


GAMES OF 2011 


A look ahead at some of the biggest video games coming out next year. 


d Software, the pioneers 

behind Doom and Wolfen- 

stein, hasn’t launched a 

new franchise since 1996's 
Quake—but the Texas-based 
studio plans to “elevate the first- 
person shooter genre’ with their 
new game, Rage. Powered by the 
new id Tech 5 engine, visuals are 
a key focus for the game’s design- 
ers, who say they’re hand-crafting 
every rock, bush, and tree. In 
addition to aiming for ground- 
breaking graphics, Rage features 
many mainstays of id’s previous 
work, including a grotesque as- 
sortment of adversaries, plenty of 
powerful guns to play with, and 
copious amounts of gore. 

Nintendo’s finally poised to 
release a follow-up to 2006's 
The Legend of Zelda: Twilight 
Princess. The Legend of Zelda: 
Skyward Sword reportedly 
takes “full advantage” of the Wii 
MotionPlus, which allows one-to- 
one motion control between the 
Wii Remote and Link’s sword. A 
plethora of other weapons and 
gadgets in Skyward Sword also 
employ motion controls such as a 
whip, slingshot, bow and arrow, 
and even a mechanical flying 
beetle that you can deploy to 
carry and drop objects. Nintendo 
plans to release Skyward Sword 
early in 2011. 

EA’s anticipated survival-horror 
sequel, Dead Space 2, is coming 
to Xbox 360 and PS3 on January 
25. The game no longer takes 
place on the (mostly) deserted 
Ishimura starship; this time 


Isaac Clarke finds himself on the 


populated space station known 
as the Sprawl. Here he must face 
his personal demons brought 
on by the horrific events of the 
first game. Despite Dead Space 
2's change of scenery, plenty of 
nightmarish enemies jump out 
at you from dark corners—but 
inventive new methods let you 
dismember them once they do so. 
Epic Games’ juggernaut sequel, 
Gears of War 3, ships April 5 and 
introduces multiple playable fe- 
male protagonists—a first for the 
series. Creative lead Cliff Blesz- 
inski points out that while the 
girls are certainly attractive, they 
aren't vapid “bimbos,” but actually 
have rich, fully-developed back- 
stories. Gears of War 3 also comes 
with a slew of new features like 
four-player co-op and weapons 
like the double-barreled shotgun 
and something called the “digger 
launcher,” which discharges a 
piranha-like critter that bores into 
the ground before bursting out of 
the surface and exploding. 
Co-developed by Eidos Montre- 
al and Square Enix, the acclaimed 
cyber-punk franchise Deus Ex is 
set to be reinvigorated with a new 
game dubbed Deus Ex: Human 
Revolution. Set 25 years before 
the original Deus Ex, the prequel 
follows the storyline of Adam 
Jensen, a security officer who’s 
forced to undergo biomechani- 
cal augmentation surgery after 
he’s severely maimed during an 
attack. Augmentations in Human 
Revolution play a key role in how 
many aspects of the game play 
out, including combat. The game 


releases on Xbox 360, PS3, and PC 
in February. 

Valve's first-person puzzle se- 
quel, Portal 2, is slated to release 
on Xbox 360, PS3, PC, and Mac. 
The sequel continues to throw 
more mind-bending puzzles at the 
player as they explore the Aper- 
ture Science Enrichment Center 
with the portal gun, which fires a 
portal that makes teleportation 
between solid matter and space 
possible. While the portal gun 
remains to be an essential part 
of the experience, other tools 
are introduced in Portal 2. These 
include high-powered lasers that 
can eradicate targets, pneumatic 
diversity vents that essentially 
work as a vacuum, and various 
gels that can do things like create 
slick surfaces to increase the 
player’s speed. 

Warner Bros. Interactive 
Entertainment is releasing the 
sequel to what many consider 
the best video game based on 
DC Comics’ Batman franchise, 
Batman: Arkham City. As its 
name suggests, the new Batman 
game takes place in Arkham City, 
a particularly seedy section of 
Gotham that’s blocked off from 
the rest of the metropolis by 
former Arkham Asylum warden 
Quincy Sharp. While the perimeter 
of Arkham City is monitored by 
armed guards, the prisoners are 
more or less given the freedom to 
run amok, which means it’s only 
a matter of time before Batman’s 
forced to intervene. 

Rockstar launches L.A. Noire, 
a new franchise that purportedly 
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features a “perfectly” recreated 
version of Los Angeles during 
the 1940s. L.A. Noire seeks to 
capture the mood and culture of 
L.A. by presenting the murder 
mystery storyline mostly in black 
and white (color’s used sparingly 
to emphasize certain scenes), 
scoring everything to classical jazz 
from the period, and weaving in 
plenty of crime, corruption, and 
L.A. glitz and glam. 

Ubisoft's take of futuristic 
warfare, Tom Clancy’s Ghost 
Recon: Future Soldier, arrives 
on Xbox 360, PS3, Wii, PC, PSP 
and DS in the first quarter. 

And, of course, what would a 
shooter set in the future be 
without innovative weapons and 
technology that doesn't currently 
exist? Weapons featured in Future 
Soldier include exoskeleton 

suits, which allow soldiers to 
carry equipment in excess of 300 
pounds, and optical camouflage, 
which projects a clear image of 
what’s behind them, creating the 
illusion of complete invisibility. 

Sony’s also re-launching 
their flagship vehicular combat 
franchise Twisted Metal, with 
series creator David Jaffe in the 
role of creative director. As the 
first Twisted Metal for PS3 (and 
the first since 2001’s Twisted 
Metal: Black), Jaffe hopes to bring 
more depth and strategy into 
the experience while returning 
the series to its roots by making 
“every car in the game have a 
distinct, colorful personality like 
the characters in a fighting game 


like Street Fighter.” * 


Five More Can’t-Miss 
Team Predictions 


We turn to Madden NFL 11 for team-based answers 


to our questions about the 2010 NF'L season. 


By Todd Zuniga 


Last month, we showcased the fates of five NFL superstars this season—Drew Brees, Brett Favre, 


Chris Johnson, Brandon Marshall, and Anquan Boldin—but this month we're bypassing the 


predictions of ESPN experts and leaning on the crystal ball of Madden NFL 11 to see how some of the 
most interesting team storylines could turn out in 2010. 


1 New York Jets: 

@@ Hard Knocks Indeed 
Coach Rex Ryan talked a big 
game on HBO's Hard Knocks 
series featuring his J-E-T-S, 
but while he had the real 
team thinking Super Bowl, 
the message never made its 
way through his digitized 
team’s helmet holes. San Di- 
ego Chargers cast-off LaDai- 
nian Tomlinson was a force 
(1,338 yards, 8 touchdowns), 
and wide receiver Santonio 
Holmes pulled in 69 catches 
for 944 yards and 7 TDs. But 
on defense, newcomer Anto- 
nio Cromartie was irrelevant 
at cornerback, intercepting 
only one pass, and Jason 
Taylor didn’t record a sack 
before going out for the sea- 
son in the second game. The 
result: The Jets surprised 
everyone in the wrong way, 
stumbling to a 5-11 finish, 
third in the AFC East. 


Dallas Cowboys: Home- 
Cooked Super Bowl? 
The Cowboys finally won a 
playoff game last season— 
after an ego-wilting 14-sea- 
son drought—so how did 


the team fare with the Super 
Bowl making its Big D debut 
at the paradise that Jerry 
Jones built? Poorly. In fact, 
the Cowboys—favored to 
win the real Super Bowl— 
never shifted from neutral, 
struggling to a forgettable 
7-9 record marred by an 
embarrassing home-field 
disadvantage, losing six of 
eight at Cowboys Stadium. 
Though there is hope: Rook- 
ie wideout Dez Bryant was 
brilliant—though he missed 
the middle five games of the 
season with injury—hauling 
in 48 balls for 463 yards and 
4 TDs in only 11 games. 


Cincinnati Bengals: 

No TO Needed for T.O. 
When the Bengals signed 
wideout Terrell Owens to 
play opposite Chad Ochocin- 
co and Adam (formerly 
“Pac-Man”) Jones to gobble 
up receivers in their second- 
ary, it gave pundits fodder 
for self-destruction stories. 
But in Madden 11, no one 
can open their mouth, and 
when it came down to talent 
alone, the troublemakers 


thrived, with Owens haul- 
ing in nearly 700 yards 
worth of passes to go with 7 
TDs. Jones was surprising, 
snatching four intercep- 
tions. While the high- 
expectation Bengals didn’t 
win the tough AFC North, 
they still stole a wild-card 
spot with their 9-7 record. 
Too bad they couldn’t topple 
the upstart Denver Broncos, 
who belted them 55-23. 


4 San Diego Chargers: 
Discharged 


After a 3-0 start, the Char- 
gers looked Super—until 
the Arizona Cardinals put 
starting quarterback Philip 
Rivers out for the season. 
The Bolts’ offense lost all of 
its charge after that serious 
blow, and the result was a 
heartaching 8-8 finish for 

a team that, going into the 
2010 campaign, had every 
reason to believe they’d 

be handed hardware by 
NFL Commissioner Roger 
Goodell at season’s end. The 
upside: Linebacker Shawne 
Merriman was as relentless 
as ever, leading the league 


in sacks, and rookie running 
back Ryan Mathews was 
fierce, rumbling for 1,024 
yards and 8 TDs. 


5 Detroit Lions: Motor 

Ml City Goes into High Gear 
The Detroit Lions have been 
so bad for so long (thanks, 
Matt Millen!) that it’s tough 
to watch them continue 
to wallow. That’s why it’s 
thrilling to announce that 
not only will the Lions make 
the playoffs this season, but 
they'll win the NFC with 
a 12-4 mark and go to the 
Super Bowl. No, seriously— 
Madden 11 says so. After a 
dreamlike regular season in 
which second-year standout 
Matthew Stafford threw 
for 29 TDS to only 14 INTs, 
starting running back Kevin 
Smith—threatened, we as- 
sume, by newcomer Jahvid 
Best—ran for an astounding 
1,892 yards. Come playoff 
time, the Lions were unstop- 
pable—until they faced the 
merciless Pittsburgh Steel- 
ers, who dealt them a 35-16 
loss. We're guessing Lions 


fans will take it. 
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Editor’s Note: The second installment in our ongoing series of 
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essays discussing the games, peripherals, and people who have had 
a significant impact on the industry focuses on the iconic Nintendo 
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controller, which helped establish the “language” of gaming. 


While it has been supplanted and an established gram- 


NES Controller 


= 


How Nintendo helped redefine forever the way 


by technology featuring superi- 
or ergonomics and functional- 
ity, the original NES controller 
deserves to be remembered as 


mar that governs how most 
games work. The language 
has evolved and changed over 
the years but the alphabet 


& cleased in 1983 in Japan 

r and in the U.S. two years 

Falater, the Nintendo 
Entertainment System (NES) 
accomplished a great number of 
things in its illustrious lifetime: It 
established Nintendo as a major 


force in the games industry, it 
helped reinvigorate the ailing 
market after the great crash of 
1982, and it exposed an entire 
generation to the joy of video 
games. But while it’s cultural and 
fiscal impact has been thoroughly 
documented, little attention 

has been paid to one of its most 
important contributions to 
gaming: the seemingly innocuous 
controller that a legion of gamers 
held in their furtive grasps. 


a transformative piece of tech- 
nology whose impact is still felt 
today. How did a simple piece 
of plastic measuring only 12.2 
cm by 5.25 cm change video 
games forever? By establishing 
anew language’ that defined 
the way we interact with our 
video games. 

It might sound disingenu- 
ous to talk about gaming as 
a language, but it has all the 
earmarks of one: there is a 
defined and shared vocabu- 


lary that gamers adhere to, 


was initiated in the golden 
8-bit era of the NES. That 
system's simple controller, 
which consists of the iconic 
cross-shaped directional pad 
(borrowed and refined from 
earlier precursors found on 
the Intellivision console, 
Microvision handheld, and 
Nintendo’s own Game and 
Watch handhelds) and four 
face buttons, is gaming's 
Rosetta Stone—the defining 
document that serves as the 
basis of our collective lexicon. 
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Games Delivered 


ANALYSIS 


Early home consoles that 
predate the NES featured un- 
wieldy and overly complicated 
controllers that weren’t known 
for their form or function. The 
earliest consoles were dedicated 
solely to Pong and its many 
variants, and therefore featured 
a lone knob for controlling the 
paddles. Later systems, like the 
ColecoVision, had bulky control- 
lers with unnecessary features 
like a numerical keypad; its two 
buttons were also embedded 
on the side of the unit, neces- 
sitating an awkward “pinch 
claw” grip where your hand 
wrapped around the control- 
ler’s undercarriage. The most 
popular console of that era, the 
Atari 2600, had a controller that 
paired an upright joystick with a 
single button; while its simplic- 
ity was admirable, the design 
hampered the overall complex- 
ity of game experiences possible 
on that platform. In terms of 
the language metaphor, these 
controllers could be consid- 
ered the gaming equivalent of 


While the visuals and 
gameplay get all the 
love and attention, 

it can be argued 

that the tactile 
componentis more 
important simply 
because it is the most 
direct connection we 
have to the games 
we play. It allows us 
tonot only interact 
with the games we 
love but to exerta 
tangible measure of 
control over them. 
This is why the 
language of gaming 
isso important. 
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cave drawings, which were our 
ancestors’ first flirtation with 
communicating shared ideas; in 


that context, the NES control- 


ler is the first actual written 
document and it represents the 
point in time when the defining 
characteristics of our collective 
language became fixed. 

This was due in large part to 
the controller’s intuitive design. 
The rectangular shape was a vast 
improvement in terms of overall 
comfort and ergonomics; the 
placement of the face buttons, 
which put the majority of the 
stress on your thumbs, was also 
important—there is a reason 
why those two opposing digits 
are constantly referenced as one 
of the defining evolutionary ad- 
vantages that humans have over 
other animals. Go to your game 
collection and pick up one of the 
many “modern-era” controllers 
you no doubt own (the Xbox 360 
controller and Sony’s DualShock 
are the most likely candidates). 
Now, hold it the way you would 
when you're playing a game; 


you probably don’t notice it 
because it’s auttonomic—like 
breathing and blinking—but 
look at your hands and how 
they’re positioned. The control- 
ler is cradled in your palm 

and your thumbs are resting 

on the analog sticks, ready to 
manipulate the majority of the 
buttons available to you; this is 
the set starting position that all 
console gamers now live by, and 
it was Nintendo's revolution- 
ary approach to designing its 
controller that firmly cemented 
this underappreciated aspect of 
gaming culture in stone. 

The NES controller was also 
far more functional, and it 
allowed developers to design 
more sophisticated gaming 
experiences; this would lead to 
a generational leap forward in 
both quality and depth. While 
improved technology and 
better development techniques 
deserve a majority of the credit, 
the increased functionality 
offered by the controller’s 
design would also have a game- 


Random NES facts: 
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changing effect (excuse the pun) 
on game design by endowing de- 
velopers with greater flexibility. 
This is something modern-era 
gamers may scoff at, but the 
NES controller was a relatively 
sophisticated piece of technol- 
ogy for the time. The four face 
buttons, along with the NES’ 
beefier hardware, made it pos- 
sible for designers to implement 
systems that were far more com- 
plex than those found on earlier 
consoles. For instance, Square 
Enix’s original Final Fantasy and 
Nintendo's own The Legend of 
Zelda were able to offer intricate 
RPG experiences complete with 
an inventory and character level- 
ing. (Old-school PC gamers who 
were playing titles like Rogue 
and Ultima around this time are 
no doubt rolling your eyes, but 
such gameplay mechanics would 
have been impossible or un- 
wieldy on a relatively simplistic 
home console had the controller 
and user interface not been 
up to snuff.) The “Select” and 
“Start” buttons were especially 
key, allowing game designers to 
implement sub-menus where 
new abilities and items could 
be managed, and these layers of 
added complexity made games 
like the original Metal Gear and 
Mega Man far more compelling. 
The NES would also have a 
noticeable effect on the overall 
culture of games, and certain 
“phrases” would become so 
pervasive that they entered 
the mainstream consciousness, 
the way idiomatic slang can 
infiltrate the popular lexicon 
(remember that, at one point in 
time, the word “cool” was used 
solely to describe temperature). 
The most obvious and pervasive 
example is the “Konami code,’ 
something even most non- 
gamers can recite from memory. 
The controller itself would also 
become a cultural symbol, used 
as the inspiration for a wide- 
ranging series of pop culture 
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ephemera—like belt buckles, 
earrings, and hand soap. 

Of course, nothing lasts 
forever, and the NES’ time in 
the spotlight eventually ended. 
Gaming as a whole matured, 
and so too did the language; 

a linguistic analogy would be 
modern English, which evolved 
from an old world hodge-podge 
of Latin, Germanic, and Celtic 
influences (among countless 
others), and continues to be 
changed and altered on a regular 
basis today. It still bears a resem- 
blance to the form it took during 
its early stages of existence, but 
its current incarnation is clearly 
a more evolved and complicated 
beast. New concepts like analog 
sticks and shoulder buttons 
have expanded the alphabet 

and grammar of gaming, and 
controllers like the DualShock 

3, with its rechargeable bat- 
tery, wireless connectivity, and 
multitude of buttons, make the 
NES controller seem positively 
ancient by comparison. But 
today’s sophisticated controllers 
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clearly owe a debt of gratitude 
to Nintendo’s original, as they’re 
just a more advanced form of the 
same concept. 

The same holds true for 
the next evolutionary step 
for gamers: motion controls. 
This gesture-based method of 
interaction has the potential to 
move us away from the standard 
set by Nintendo back in 1983. 
Fittingly, Nintendo is once 
again on the forefront of this 
movement with its innovative 
Wii Remote and Nunchuk, 
but Microsoft and Sony have 
also invested heavily in the 
technology with Kinect and the 
PlayStation Move, respectively. 
The standard handheld control- 
ler won't be replaced any time 
soon—the same way physical 
storage mediums have yet to 
be replaced by digital distribu- 
tion as predicted by pundits for 
years—but it’s clear that the 
language of gaming is headed in 
a direction where the ubiqui- 
tous handheld controller could 
one day be rendered obsolete, 
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the same way Latin and other 
“dead” languages fell by the way- 
side in favor of new ones. But 
even though these technologies 
are having their own transfor- 
mative and disruptive effect on 
the status quo, they are simply 
a variation on the same theme 
Nintendo addressed so many 
years ago: that of effectively and 
intuitively bridging the gap be- 
tween the gamer and the action 
on the screen. 

While the visuals and 
gameplay get all the love and 
attention, it can be argued that 
the tactile component is more 
important simply because it is 
the most direct connection we 
have to the games we play. It al- 
lows us to not only interact with 
the games we love but to exert a 
tangible measure of control over 
them. This is why the language of 
gaming is so important: without 
a shared system of concepts and 
ideas to frame our interactions 
with the games we play, the in- 
dustry would essentially devolve 
into a chaotic environment akin 
to the one left behind after the 
fall of the Tower of Babel. Each 
developer would dictate its own 
rules of interaction, which would 
only breed confusion; imagine if 
each first-person shooter had its 
own distinct control scheme— 
you would essentially have to 
retrain yourself every time you 
put in a new disc. 

While diversity is important 
and still exists in terms of con- 
trol layouts and game design, the 
gaming industry could not grow 
or thrive unless the majority of 
games adhered to the same basic 
set of rules. The NES controller 
is such an important artifact of 
gaming history because it was 
an instrumental part in the cre- 
ation of the concepts which act 
as the foundation of the medium 
even to this day, which was no 
small feat for a simple piece of 
plastic measuring only 12.2 cm 
by 5.25 cm.—Tae K. Kim 
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Halo Retrospective 


The esteemed console FPS franchise comes full 
circle with the upcoming Reach. 


Evolved proved to be a 
killer app for Microsoft's 
fledgling Xbox console, but its 
influence expanded far beyond 
the bulky black box. Not only 
did it give Microsoft’s gaming 
initiative a “face” (or rather, a 
now-iconic reflective visor), 
it also launched a mini-media 
empire of its own, all the while 
proving that a console first- 
person shooter could live up to 
the bar set by its PC brethren. 
The franchise’s influence 
continued to grow with its 


sequels and spin-offs, and the 
latest installment, Halo: Reach, 
aims to take the franchise to new 
heights. But before you experi- 
ence the fall of Reach, take a look 
back at how the critics responded 
to its predecessors, and how 

the perceptions of the franchise 
evolved through the years. 

If Bungie had followed 
through on its initial plan, the 
original Halo might’ve been a 
much different game—it was 
first conceived as a PC/Mac 
title along the lines of Bungie’s 
classic real-time strategy series, 
Myth. But when Microsoft 
acquired the developer in 2000, 
the platform and premise 
changed, leading to the develop- 
ment of the FPS game subtitled 
Combat Evolved. 

Although there were linger- 
ing doubts about the game’s 


Critics’ Rating 


HALO: 
HALO 2: 


HALO 3: 


potential—not to mention the 
viability of the Xbox console 
itself—these fears were largely 
knocked aside when Halo finally 
released in November 2001. A 
stunning volley of gushing pre- 
release reviews soon followed. 
Electronic Gaming Monthly 
awarded Halo three “10” 
scores (EGM’s review format 
featured three reviewers who 
wrote about the same game) 
along with eventual game-of- 
the-year honors. IGN reviewer 
Aaron Boulding gave the game a 
9.7-out-of-10, concluding, “It’s 
a can’t miss, no-brainer, sure 
thing, five-star, triple-A game. 
Microsoft created the Xbox so 
we could have games like Halo.” 
Many critics praised Halo’s 
crisp and detailed visuals, sharp 
sound design, and the ability 
to link four consoles (with four 
TVs, of course) for massive 
16-player battles. While some- 
thing of a logistical nightmare, 
it was worth the hassle, as the 
sensation of ramming Wart- 
hogs in Blood Gulch while red 
and blue teams battled it out 
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Despite Halo 
2S Massive 
set pieces and 


thnilling moments 
that defined the 


gameplay, many 
reviewers took issue 
with the pacing 

and occasional 
repetition found in 
the later stages—the 
Same problems that 
plagued Combat 
Evolved. 


around you was unlike anything 
else out there. 

Halo also earned praise for 
its fully realized sci-fi universe, 
comprised of likeable characters 
and well-written dialogue. The 
game’s A.I. was also lauded by 
several critics, including GameS- 
pot’s Joe Fielder, who applauded 
the enemies’ ability to react in- 
telligently to player attacks and 
nearby vehicles. “The marine 
A.I. is so lifelike that sometimes 
you ll find yourself assisting 
them, instead of the other way 
around,” he wrote. 

Halo did receive a bit of criti- 
cism for its uneven pacing and 
overall level design, especially 
the bland, near-identical rooms 
in the game's latter half. Eurog- 
amer’s John Bye called Halo “a 
game of two halves,” asserting 
that “clearing level after utterly 
linear level of near-identical 
rooms soon gets tedious” in the 
second half of the adventure. It 
also lead to the unforgettable 
Penny Arcade comic where the 
site's two main characters Tycho 
and Gabe quip that the Cov- 
enant designed the rooms that 


way so “intruders would become 
bored and leave.” 

But even with a handful of 
common nitpicks, the glowing 
reviews never stopped flowing, 
with Metacritic reporting an 
aggregate score of 97 from 
included outlets. Halo was a 
surefire sensation, but as the 
face of Xbox gaming changed 
over the next three years, the 
impending sequel had to keep 
pace with the many spiritual FPS 
successors that had taken their 
cues from Combat Evolved. 

Building upon the success of 
the first title, Halo 2 hit North 
American stores three years 
later in 2004 on a high note. 
Droves of fans pre-ordered the 
titlk—an important indicator of 
a game’s popularity—and even 
reviewers weren't immune to the 
overwhelming sense of giddiness 
that rippled throughout the 
Xbox community. “Was it worth 
the wait?” asked Will Tuttle in 
his five-out-of-five review for 
GameSpy. “In a word, yes. In two 
words, hell yeah!” 

On the campaign side, Halo 2 
fully embodied the typical sequel 


expectations of being a larger 
and more intense version of the 
first game. “It seems that around 
every corner Halo 2 throws 
something new at you, be it 
weapons, vehicles, or enemies to 
destroy,” claimed Game Inform- 
er’s Andy McNamara. The ability 
to dual-wield weapons drew a lot 
of attention from reviewers and 
fans alike, as did the enhanced 
visuals over the original. 

However, the actual content 
of Halo 2’s campaign may be 
the most divisive element of 
the series to date. Despite the 
massive set pieces and thrilling 
moments that defined the game- 
play, many reviewers took issue 
with the pacing and occasional 
repetition found in the later 
stages—the same problems that 
plagued Combat Evolved. There 
were also numerous complaints 
lodged against the cliffhanger 
ending: it not only left gamers 
feeling unsatisfied, but it would 
take another three years before 
the resolution would arrive in 
the form of Halo 3. 

“No sooner has the story and 
action truly reached the edge 


of inspiration when it cuts out 
without the faintest of warnings, 
leaving no feeling other than an 
empty one of none-accomplish- 
ment,’ Mark Scott of VideoG- 
amer.com wrote. “For Bungie to 
leave us at the finish of a console 
generation's most-awaited game 
with an ending that amounts to 
‘To Be Continued’ just feels like 
a cop-out.” 

Yet, despite the widespread 
perception that Halo 2 wasn’t as 
revolutionary as its predecessor, 
it still earned review scores simi- 
lar to the original, with Metac- 
ritic reporting an aggregate 
rating of 95. Part of the reason is 
Halo 2’s impressive multiplayer. 
While it certainly wasn’t the first 
console shooter to offer online 
play, it was arguably the best, 
with stellar netcode and match- 
making features that made it a 
snap to take on the world. It was 
a huge step up from the original 
Halo’s offline-only mode and it 
helped cement Xbox Live as a 
legitimate service. 

“Knowing I can be playing 
with other people a minute 
from when | turn the system 
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Despite the massive 
set pieces and 
thrilling moments 
that defined the 
gameplay, many 
reviewers took issue 
with Halo 2s pacing 
and occasional 


repetition found in 
the later stages. 


on—and those people will be 
ranked on my level so the game 
will be fair—is perfect cause for 
addiction,” said 1UP.com Editor 
Matt Leone. 

Halo 2’s multiplayer would 
prove to have a long shelf life, 
easily bridging the three-year 
gap between its release and the 
launch of Halo 3 in the fall of 


2007. By this time, Microsoft 
had released its second console, 
the Xbox 360, and the Halo 
franchise finally entered the 
“next-gen” era. Curiously, the 
move to superior hardware did 
not garner universal praise, 
with some reviewers noting that 
the final chapter in the Master 
Chief saga was less a revolution- 
ary step forward and more a 
glossed-up successor to Halo 2. 
“[It’s] not the revelatory 
experience that will change your 
view of the series forever,’ said 
the New York Times’ Charles 
Herold, who twice asserts in his 
review that “Halo 3 is Halo 2 
with somewhat better graphics.” 
Halo 3 still managed to landa 
Metacritic score of 94, which is 
only a couple points off from its 
predecessors, and many critics 
praised it as a worthy conclu- 
sion to the storyline. Picking up 
where the much-reviled ending 


of Halo 2 left off, Halo 3’s cam- 
paign again offered memorable 


and heart-pumping moments, 
and wrapped up the narrative 
arc in a way most reviewers 
found worthwhile. “The writers 
did an excellent job weaving to- 
gether the story elements into 
a cohesive whole,” Will Tuttle 
wrote in his review for Team 
Xbox, “expertly blending action, 
adventure, horror, humor, and 
even romance to make this an 
engaging experience.” 

And though the novelty of 
playing Halo online had mostly 
passed, praise for the Xbox Live 
multiplayer modes again domi- 
nated the conversation. ‘Judging 
a game like Halo 3 on the single- 
player campaign is like taking 
a movie to task for its opening 
credits,” said Gus Mastrapa of 
the Onion’s A.V. Club. “Halo 
3’s multiplayer is its reason for 
existence. Nobody does this kind 
of online gaming better.” 

Halo 3 also brought some 
ingenious creation tools to the 
mix in the form of Forge mode, 


which let you craft your own 
inventive online scenarios, 

and Theater mode where users 
could capture in-game footage 
to share with others. These new 
features were almost universally 
praised, leading Francesca Reyes 
of Official Xbox Magazine to 
liken Halo 3 to a “bottomless 
breadbasket [that] also comes 
with infinite drink refills.” 

That metaphorical bread- 
basket would continue giving 
for some time in the form of 
new map packs and seemingly 
endless interest from online 
shooter fans, but in February 
2009, the series took a new 
direction for its first spin-off. 
Microsoft recruited the now- 
shuttered Ensemble Studios (of 
Age of Empires fame) to trans- 
form the series into a real-time 
strategy experience for Xbox 
360 called Halo Wars (a decision 
that brought the series back to 
Bungie's original concept for the 
series). Even though the title 


lacked the presence of franchise 
mascot Master Chief and the se- 
ries’ distinct shooting action, it 
still notched very strong reviews 
upon release. 

“Halo Wars masterfully trans- 
ports the series’ best elements to 
an entirely different genre, and its 
unparalleled accessibility makes 
for an excellent introduction to 
real-time strategy,’ explained 
GamePro reviewer Cameron Lewis 
in his four-out-of-five review. 
“The bad news is that its self- 
imposed limitations take a meaty 
chunk out of its longevity.” 

The streamlined controls 
and interface made it easy for 
console vets and strategy rookies 
to experience the Halo universe 
through this fresh perspective, 
but at the same time, it alienated 
genre vets who were used to 
having full control during battle. 
Still, while Halo Wars’ Metacritic 
score of 82 falls well below that 
of the core entries, the game is 
largely seen as a fine extension 
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of the universe, and a grace- 

ful swan song from Ensemble 
Studios, which was closed down 
soon after the game’s release. 
“Halo Wars is a fresh and ex- 
pertly polished approach to the 
console strategy genre, and it’s a 
fitting goodbye from a beloved 
studio,’ said Ryan Geddes in his 
8.4-out-of-10 review for IGN. 

Bungie returned to the series 
later that year with another 
first-person shooter, Halo 3: 
ODST, but it was clear from the 
outset that this entry was dif- 
ferent from the rest. Following 
a squad of troopers around a 
fallen city, ODST felt contracted 
and quiet compared to Halo 3 
and its predecessors, though 
trading epic battles for ambience 
and atmosphere did help create 
an entirely new and enjoyable 
kind of Halo experience. 

“The Halo universe has never 
been short of a thundering 
story, but here there’s a thread 
of mystery that adds a welcome 
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undercurrent to the alien 
apocalypse, and the strands 
weave together into a neat 
window on a Chief-less world 
read Edge Magazine’s 9-out- 
of-10 review. “There’s no doubt 
ODST offers the most engaging 
and least flabby chapter of 
Halo’s mythos.” 

While multiplayer was 
something of a saving grace for 
perceived campaign weaknesses 
in previous entries, many re- 
viewers saw ODST’s multiplayer 
approach as a questionable 
tactic. ODST added only one 
new mode—the tense, co-op 
Firefight—to Halo 3’s existing 
multiplayer suite; the game also 
came with three maps and access 
to the Halo: Reach beta. “Before 
long they feel less like bonuses 
and more like justifications for 
the game’s premium price tag,” 
Eurogamer's Tom Bramwell said 
of the extra content. 

As such, Halo 3: ODST 


notched lower scores than 
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the original trilogy, earning a 
Metascore of 83; unlike any of 
the installments in the original 
Halo trilogy, it also didn’t earn 
a single perfect score from any 
of the outlets whose scores 
were aggregated. 

As the reviews show, there’s 
a good reason why Halo is one 
of the most popular and suc- 
cessful franchises around. Its 
deep narrative, intense action, 
and sublime multiplayer have 
helped elevate the series into 
the rarified company of other 
industry icons like Mario, God 
of War, and Metal Gear Solid. 
The upcoming Halo: Reach, 
unfortunately, signals the end 
of an era, as it marks the last in- 
stallment developed by Bungie, 
which signed a multi-platform 
publishing deal with Activision, 
but whoever assumes the duty of 
continuing the Halo brand has 
a strong, decade-long legacy of 
excellence to both live up to and 
draw upon.—Andrew Hayward 
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StarCraft Il: 


Wings of Liberty 


The sequel of the best-selling RTS of all time 


leaves fans divided. 


PC, Mac 
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had originally set out to 
write a simple analysis piece 
charting the critical reac- 
tion to StarCraft II: Wings of 
Liberty, but after reading mul- 
tiple reviews by both critics and 
fans, I started to notice some- 
thing interesting: The general 
consensus about StarCraft II 
seems to be “It’s just like the 
original,” but people are divided 
as to whether or not this is ac- 
tually a good thing. The reviews 
fell into two different camps: 
on one side are those who not 
only accept the similarities, but 
wholeheartedly embrace them, 


and standing directly opposite 
are those who were let down by 
the “party like it’s 1998” mind- 
set that informed the game's 
development (there is a third 
faction that sits more or less in 
the middle, but they are in 

the minority). 

The commentary from the 
“it’s awesome” camp seems to 
hinge upon a popular conceit: 
StarCraft isn’t just a game 
franchise, it’s a bona fide design 
philosophy, and because of this, 
Wings of Liberty had to feel 
like the original or it wouldn't 
have done justice to the series’ 
longstanding legacy. Joystiq re- 
viewer Allen Cook, for example, 
gave the game five stars out of 
five, saying, “StarCraft I] didn't 
change the formula because it 
didn’t need to. This isn’t just a 
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fresh coat of paint on StarCraft, 
it is StarCraft, right down to its 
pixelated bones.” 

Giantbomb’s Brad Shoemaker, 
who also gave it full marks, 
equally appreciated the game's 
adherence to the franchise 
formula. “StarCraft II expertly 
walks the line between remain- 
ing faithful to its design legacy 
and evolving everything about 
itself that can evolve without 
fundamentally changing what 
the game is,” he writes. “There's 
a good reason the original Star- 
Craft persisted for over a decade, 
and its sequel is fully equipped 
to pick up the torch and carry on 
for at least as long.” 

The gaming public also fell 
in love with the game, and even 
after you take into account 
the blind adoration that would 
logically result from 12 years of 
pent-up anticipation, there are 
plenty of well-reasoned reviews 
that take joy in its familiarity. 
“It’s not groundbreaking, but it 
doesn’t need to be and (perhaps 
most importantly) it doesn't try 
to be,” Metacritic user RichardA 
writes in his 9-out-of-10 user 
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review. ‘It is faithful to its source 
material and [is] an example of a 
proper sequel.” 

User AnttiA also gave the game 
a 9 despite recognizing that, 
“StarCraft II is “only” a graphics 
update.” While some might decry 
this as negative, AnttiA has a dif- 
fering opinion. “It still feels just 
like StarCraft since the things 
that made it so great haven't 
been changed at all. If it is almost 
perfect why change it?” 

But some reviewers were less 
forgiving of the game’s lack of 
innovation. Tom Chick provides 
an articulate counterpoint in his 
review for GameShark; in it, he 
calls Wings of Liberty, “Massive, 
expensive, online, unimaginative, 
slick, marketed to Kingdom Come, 
[and] skating on the popularity 
of an old franchise that didn’t 
have the grace to die out.” He also 
poignantly lists several titles that 
have helped evolve the RTS genre 
in the 12 years since the original 
StarCraft released, including 
THQ's Dawn of War II, Ubisoft’s 
Endwar, and DoubleFine’s metal- 
infused Briital Legend. “And 
the punchline is,” he says to the 
developers of those games, “that 
unlike what you made, StarCraft II 
isn't even a great game. Don’t get 
me wrong. [It’s] a fine game. It’s 
just not great.” 

Writing for Game Revolution, 
reviewer Geoff Hunt took a 
stance that echoed the major- 
ity of the negative comments 
left by fans on Amazon.com: 
“StarCraft may be good, but 
there's a big, nagging complaint 
I have: StarCraft II is StarCraft 
with prettier graphics but fewer 
features.” Game Over Online’s 
Phil Soletsky also felt the same 
way, distilling Wings of Liberty 
into a single sentence: “[It’s], in 
essence, StarCraft with a new 
shiny coat of paint on it.” He 
further suggests that the game 
might only appeal to those who 
have experienced “some level 
of StarCraft withdrawal for the 
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The reviews fell 
into two different 
Camps: on one side 
are those who not 
only accept the 
Similarities, but 
wholeheartedly 
embrace them, and 
Standing directly 
opposite are those 
who were let down 
by the “party like it’s 
1998’ mindset that 
informed the game's 
development. 


past dozen years.” For those 

of us who haven't, he suggests 
some alternatives. “You can go 
with Command & Conquer 3 for 
about half [the purchase price of 
StarCraft II] or Company of He- 
roes for the outstanding bargain 


price of $10, and if you haven’t 
played them yet you'll likely be 
just as happy, with a fatter wallet 
to boot.” 

Interestingly, despite their 
complaints, all of the critics 
listed here gave Wings of Liberty 
a favorable review score. Chick 
gave the game a B; Hunt awarded 
it a B+; and Soletsky gave it an 85 
percent. This seems to indicate 
that the game is still good—as 
Chick writes, “it’s big, competent, 
traditional, and immaculately 
packaged”—but it’s not “new” or 
“interesting” enough to warrant 
unflinching praise, especially 
after such a long development 
period during which the genre 
underwent so many changes. 

Ultimately, the divided 
opinions haven't hurt Wings of 
Liberty. The game currently has 
an aggregate review score of 93 
on Metacritic and Activision 
Blizzard recently announced that 
the game had sold a staggering 1 
million copies on the first day of 
release, with another half million 
copies flying off store shelves 
within the next day. But while 
the hard numbers seem to sug- 
gest that the second installment 
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in the StarCraft franchise has 
been an unquestioned success 
for Blizzard, the actual reviews 
suggest that if the company is to 
remain successful and relevant in 
the long run, it would be wise to 
pay just as much attention to the 
future as they have to the past. 
—Tae K. Kim 


Editor’s Note: While doing re- 
search for this article, I landed on the 
Wings of “Liberty page on Amazon 
ind noticed something eye-opening: 
At the time of this writing, there are 
nearly as many one-star review IS AS 


there are five-star reviews: 347 to 
364, respectively, out of 924 total 
(contrast this to Metacritic where 
the “positive” user reviews outw eigh 
the negative’ ones 846 to 137). 
ie negative fan commentary 
on Amazon seems to stem from an 
interesting side effect of the ‘if it 
aint broke” mindset that informed 
much of the conversation detailed 
in the main article: a! lar: ge number 
of users seem disappointed by 
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s difficult to know what 
motivated these changes but it 
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which erupted around another high 

proft ctivision title, Call of Duty: 
Modern Warfare 2. That title also 
hipped without key features fa 

had grown acc ustomed to, inc oe li 


Ing 


dedicated server and mod support. 
Whether Blizzard’s recent m lerger 


with Activision had « anyth ng to. do 


with these unpopular c -hanges not 
to mention the decidedly unpopular 
ReallD iniative—is not known, but 
it certain ly raises some legit timate 
questions about the current and 
future direction of a respected 
company with a strong and 


dedicated fanbase. 


More" Amount of Vespene 
m gas werequire 


ANALYSIS 


POSSESSES HEHEHE EEE EE EHH OHHH EEE EHH EEE EE EES 


= Developers: Midway, 
Acclaim, EA Sports 

= Publishers: Midway, 
Acclaim, EA Sports 

# Original Release Date: 1993 
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t’s important to note 

that NBA Jam wasn't the 

first hyper-sports game 
produced. Midway’s Arch Rivals 
introduced the concept of over- 
the-top basketball in 1989, and 
High-Impact Football (an early 
precursor to NFL Blitz) took 
the no-penalties formula to the 
gridiron. But NBA Jam would 
take the foundation laid by 
these early efforts to an entirely 
new level. 

“After creating Smash TV, my 

art partner John Tobias and I 
were excited about the advent of 
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digitized graphics in video games,” 
series creator Mark Turmell says. 
“| John] broke off to co-create 
Mortal Kombat with Ed Boon, and 
I began focusing on sports. Being 
a big sports fan, and wanting to 
digitize real humans, NBA Jam 
was a dream project.” 

What's most interesting about 
NBA Jam is that it wasn't initially 
planned as a hyper-sports game. 
“But every time I programmed 
in anew dunk, and made the 
character do crazier and crazier 
things, people kept loving it” 
Turmell says. “But of course the 
bottom-line goal was to make 
an arcade game that collected 
quarters, and when we added the 
CPU Assistance feature to the 
game, extra quarters is exactly 
what we got.” 

While NBA Jam’s wild 
gameplay and enthusiastic, 
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catchphrase-spewing announcer 
would likely have been enough to 
gain a following, it was the use of 
digitized versions of NBA players 
that immediately caught peoples’ 
attention. “[But] it wasn’t until 
several months into the project 
that we had enough content to 
show the NBA and negotiate a li- 
cense,’ Turmell notes. “They were 
initially reluctant, but eventually 
came around.” 

NBA Jam hit arcades in 1993 
and was an instant success, and 
it’s four-player mode helped 
foster a sense of community 
and competition. Kelly Flewin, a 
senior referee with video game 
records authority Twin Galaxies, 
talks about what it was like when 
NBA Jam came on the scene. 

“Midway was really heads 
above all the other companies,’ 
says Flewin, who also holds 
a world-record in NBA Jam 
Tournament Edition. “The fact 
that NBA Jam was a four-player 
sports game meant that it was a 
natural bonding ground, and you 
never had to look too far to find 
a group of people ready to drop 


some quarters on a quick game.” 

But the game's biggest draw 
was the hidden secrets embed- 
ded in the game’s code. The 
most famous was the game's 
“big-head mode,’ which inflated 
the character models to comic 
proportions. Jam also featured 
a large number of unlockable 
characters, and this led toa 
popular rumor that NBA super- 
star Michael Jordan was in the 
game. Surprisingly, this rumor 
was rooted in truth. 

“MJ was in the original coin- 
op game,” Turmell says. “The 
games were out on location in 
Chicago arcades for a month or 
so [but] we got word that he was 
opting out of all NBA licens- 
ing deals. We were sad but it 
didn’t matter at all to the game’s 
earnings.” Of course, the allure 
of starring in the biggest NBA 
game of the time eventually 
proved too much for Jordan. 

“After the game shipped, I 
actually got a call from Gary 
Payton, who hadn't made the cut 
and wanted into the game,” Tur- 
mell recalls. “He said that Jordan 


Bill ClinfON (Former US. president) 
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and Ken Griffey Jr. also wanted 
in. So I made a special version for 
those three guys.” 

NBA Jam would also end up 
hosting several other hidden ce- 
lebrities, including the Phoenix 
Suns’ Gorilla, then President 
Bill Clinton, and even Turmell 
himself. “Clinton was Acclaim’s 
doing,” Turmell says. “The secret 
characters became popular in 
the arcades, so Acclaim asked if 
they could add a few. I’m glad 
they did.” 

Midway continued work on the 
series and released a follow-up 
called NBA Jam Tournament Edi- 
tion in 1994. Among its new fea- 
tures were updated rosters, a new 
tournament mode, power-ups, 
and injuries. Like its predecessor, 
it was extremely successful, and 
the franchise became a nationwide 
phenomenon. The series was gen- 
erating huge amounts of revenue, 
and that proved to be too tempt- 
ing for Acclaim, the now-defunct 
company that did an admirable 
job of porting NBA Jam to the 
Super Nintendo and Sega Genesis. 
The company decided it wanted a 


bigger piece of the pie, and would 
eventually end up with ownership 
of the NBA Jam franchise. 

“The concept and name for 
NBA Jam was ours,” Turmell says 
“but the NBA wanted to retain 
the copyright because they were 
concerned wed do a Mortal Kom- 
bat vs. NBA Jam title. So after 
we did NBA Jam Tournament 
Edition, Midway decided to get 
into the consumer business and 
ditch Acclaim. Acclaim then went 
to the NBA and paid more money 
to get the license.” 

That would lead to Acclaim’s 
1996 effort, NBA Jam Extreme. 
The game was notable not only 
because it moved the game 
into 3D, but because legendary 
announcer, Tim Kitzrow, was re- 
placed by famed NBA announcer 
Marv Albert. Many weren’t 
thrilled with the sudden depar- 
ture from franchise formula, but 
it was still a financial success. 
Midway would move on without 
the Jam license, producing NBA 
Hang Time and NBA Showtime: 
NBA on NBC, which took the 
formula to a 3-on-3 format. 
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But the change in developers, 
the declining popularity of ar- 
cades, and brand confusion began 
to take its toll on the once-proud 
franchise. Acclaim continued 
to produce Jam titles like NBA 
Jam 2000, but the series never 
regained the glory of its early 
years. Acclaim and Midway both 
went through fiscal issues and 
declared bankruptcy. The hyper- 
sports genre that Midway helped 
popularize slowly died away, 
replaced by flashy titles like EA 
Sports NBA Street. Midway tried 
unsuccessfully to compete with 
NBA Ballers, but despite a prom- 
ising first installment, its sequels 
failed to perform, and the series 
has been dormant since 2008. 

In an ironic twist, EA Sports 
would acquire the NBA Jam 
license during the fallout of Mid- 
ways bankruptcy, and will release 
a new NBA Jam as a standalone 
title for the Wii and as a pack-in 
with the upcoming NBA Elite 11 
on the PlayStation 3 and Xbox 
360. But the best piece of news 
might be that series creator Mark 
Turmell and announcer Tim 


Kitzrow are both involved with 
the franchise, a fact that has die- 
hard fans like Kelly Flewin excited. 

“To say 1am pumped for the 
new NBA Jam is the biggest un- 
derstatement of the year,” Flewin 
says. “Mark Turmell is guiding 
this one home, the original an- 
nouncer is back, the old-school 
controls, the dunks—it’s like I’m 
a kid again.” 

Mark Turmell’s outlook is 
similarly optimistic, if a bit more 
subdued. He believes that now is 
the right time for an NBA Jam re- 
vival, and he feels that EA Sports 
will deliver a topnotch game. 

“It’s perhaps the perfect time 
to bring it back since many of us 
still fondly remember the title, 
and the market has shifted more 
toward casual style games that 
are easy to pick up and play. We 
learned many things developing 
that title, but perhaps the biggest 
thing was how to address the 
casual player and make him feel 
successful at the game. Those 
rules still hold true today and I 
use them every day here at EA 
Tiburon.”—Aaron Thomas 
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ANALYSIS: AFTER THE CREDITS 


After the Credits: 


Limbo 


The haunting indie hit offers little in the way of 
answers, but according to its creator, that’s the 


entire point. 


Xbox 360 
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he only thing more 
mysterious than the 
world of Limbo is the 
man who helped create it. Even 
though PlayDead Studios’ Game 
Director Arnt Jensen knows the 
answers to every mystery, he’s 
not sharing them with anyone 
because, in his eyes, doing so 
would ruin the fun. That reticent 
attitude may be frustrating for 

a fanbase desperate for closure, 
but it’s also the main reason why 
Limbo continues to fascinate 
and tantalize long after the 
credits have rolled. 


GamePro: How do you feel 
about the many discussions that 
have sprouted up over the larger 
implications of Limbo’s story? 


Arnt Jensen: It’s definitely fun 
to read all those interpretations 
of what’s going on. The whole 
purpose of the game was to 
make people think, so I think 
it’s really nice. 


GP: A lot of people were baffled 
by the idea that there wasn't 
really a story, however. 

AJ: The game is less about 

the story and more about the 
feelings it inspires, but overall, 
I really don't like telling people 
what to think. I like to draw 
my own conclusions about the 
things I experience, and that’s 
what I wanted to accomplish 
with Limbo. We provide a 
couple of hints and maybe sug- 
gest a few things, but we want 
people to come up with their 
own conclusions. 


GP: It seems like everyone who 
played Limbo has their own 
theory about what it all means. 


Are there any theories that 
come close to your own view of 
the game? 

AJ: Well, I did read one that 
touched on some of the same 
themes we discussed internally 
when we were in development 
but again, there is no right or 
wrong answer. I just think it’s 
great that people are talking 
about the game in that way. It 
feels like Limbo can live on even 
after people have finished it. 


GP: But some gamers have 
expressed frustration that the 
game was confusing. 

AJ: I don’t think it’s necessar- 
ily a bad thing if some people 
were confused. We’re so used to 
having everything explained to 
us explicitly now. We’re so accu 
stomed to being told what to 
feel and think. Other mediums 
like books and movies often 
leave certain elements of the 
story open-ended, but for some 
reason game developers feel the 
need to spell everything out 

for their audience. I personally 
don’t think you have to be that 
transparent. I’m not sure why 
so few games have the guts to 
be mysterious. 


GP: So you were never wor- 
ried that people would think 


you weren't giving them 
enough answers? 

AJ: No, we never worried about 
that. It’s much better in my 
mind to leave people want- 

ing more than to have them 
feeling like they got too much. 
We did consider explaining 
things more and we made 
some alternate versions of the 
ending that explained things 

a bit more explicitly, but it 

felt wrong because we didn’t 
want to force people to feel a 
specific emotion or walk away 
with a specific idea. We tried 

to strike a delicate balance and 
give people just enough to keep 
them wondering. 


GP: How different were these 
alternative endings from the 
version that made it into the 
final game? 

AJ: Very different. I think if 

we had stayed in development 
for another year, it would have 
resulted in a totally different 
ending as well. We worked on 
just the ending for half a year, 
and at one point, we were com- 
ing up with a new ending every 
day in the office! [Laughs] But 
deadlines were looming and we 
had to keep our budget in mind, 
so we made a decision and stuck 
with it. 


AJ: Of course. The whole game 
was very personal for me. 


AJ: [Long pause] Well, I really 
can't describe it [the theme] or 
put it into words. 


TANNOY?) 
cat i it 


AJ: I'd have to say...maybe. 
[Laughs] 


AJ: Not at all. I wish it could 
have been even darker. 


AJ: [Laughs] All I will say is 
that we will definitely try and 
push things further next time. 
But I do not think it’s the game 
itself that’s morbid but rather 
how people are interpreting 

it with their imaginations. 
Again, our goal was to show 
just enough to give people 
something to think about. We 
tried to keep every possibil- 
ity open and to not make any 
thing too concrete. 


AJ: | think there’s too much 

of those things in games right 
now, and I think a lot of people 
want something different, a 
new approach to gaming. So 

I was pretty confident that 


people would accept Limbo. 

I also knew that some people 
would really enjoy watching 
the main character get killed. 
[Laughs] I figured, even if 
everything else went wrong, a 
lot of people would play it just 
for that. 


AJ: It was hard in the beginning, 
trying to articulate the idea, but 
they were actually very accepting 
of the game. 
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AJ: Well, it’s always hard to 
develop a relationship with a 
publisher, so it took some work, 
but the more testing they did 
on it and the more people saw 
the game, the easier it was to 
convince them that it was the 
right thing to do. And me being 
stubborn all the way helped. 


AJ: It was actually the hard- 
est process, getting the right 
puzzles in the right place. We 
put a lot of effort into making 
the puzzles believable and mak- 
ing sure that the progression 
was logical. Because of this, we 
ended up discarding about 73 
percent of the puzzles we cre- 
ated because they didn’t fit into 
the game’s framework. 


AJ: Well, we definitely want 

to continue to be ambitious 

and deal with the same sort 

of feelings and themes. You 
know, continuing to give people 
something to think about and 
discuss. We also want to produce 
something different that brings 
a new approach to gaming. 


AJ: The story is still going. And 
I know what happens next, 
but I can’t tell you anything. 


[Laughs] 
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he National 
Entertainment 
Collectables 
Association (NECA) 
is known for its diverse range 
of figurines and statues based 
on popular movies, shows, 
bands, and video games. The 
company has already created 
figures based on popular game 
franchises like BioShock, 
Gears of War, and Assassin’s 
Creed, but one of its most 
highly-anticipated products is 
for a 2009 release that has no 
sequels in sight. A statue of 
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“At NECA, we learned to pa m E 

as possible and really m look E 
character popped off-screen from 2D to 30 
That is why we've even painted in the outlines 
to really fully re-create th tyle and look 
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The director of product 


development at the NECA 
describes how the company 
painstakingly crafted a talking 
figurine for Borderlands’ most 
lovable loudmouth. 


Borderlands’ robot companion, 
Claptrap is available this 
October for around $14 at 
most retailers—likely around 
the time that the character has 
his first starring role in the 
Borderlands DLC Claptrap’s 
New Robot Revolution. 

We spoke to NECA’s Direc- 
tor of Product Development 
Randy Falk about why the 
company chose Claptrap, why 
it’s only celebrating Border- 
lands now, and how the figu- 
rine’s impeccable design has 
fooled the game’s developers. 


Rebuilding Trust 


With your 


Friends 


AFTER PLAYING ASSASSIN'S 
CREED® BROTHERHOOD 
MULTIPLAYER 


For instant trust Call 1-877-OK-GET-TRUST 


ADMITTING YOU 
HAVE A PROBLEM. 


One in two gamers participates in potentially 


untrustworthy behavior while playing 
Assassin’s Creed Brotherhood multiplayer. 
And since | just finished 
| playing the game and 
was completely cool that 
means you re the one 
who needs help. 


But that’s why you’re 
holding this pamphlet. 
It’s full of helpful information that will enable you 


to run around stabbing your friends in the back for 
hours without sacrificing your friendships. Additional 


resources are available online, and we put the contact 
information in a bunch of different places on this pamphlet. 


Just not here. 


Kill them with Kindness. 
And Weapons. 


Many of us are taught to trust one another 


until that person gives us a reason not to. 
And Assassin’s Creed® Brotherhood is going to 


give you plenty of reasons. But with a few simple 
modifications to your game play, you can pretend 

to unzip each other's spinal columns without hurting 
anyone’s feelings. Let's begin. 


Make it so your friends dont hate you. 
Visit www.RebuildBrotherhood.org 


Is it still friendly fire if 
you use a knife? 


ch vourowateamisthe. Nobody knows. But in- 
you accidentally victimizea game teams are bonded 
Hecate oeeeeseae, «OY more than a colored, 
BS AGE tinted overlay or guild 


) | NaMe. They are also bonded by 

a sacred trust that your teammates 
won't kill you just to be funny. And_ 
while defense for this betrayal 


is uSually rooted in comic relief, 
the reality is that same team 


Ban killing is a traditional sign 
Second offense: 

of self-destructive behavior 
conceived through insecurity 


about one’s gaming abilities. 


These players need to be 
nurtured. Let them know that as 


a team, you are one singular entity 


3rd offense: sharing your natural talents and 
Offer your puppies 4 


skills to achieve a common goal. 
And if that doesn’t work, kill 
them before they screw up 
the mission. 


We have all been tempted 


; from time to time to slash at 
Fourth offense: 


Offer your first born child 


the forbidden fruit that is your 


teammate’s carotid artery. 

But a little tenderness and 
understanding goes a long 
way toward keeping your team 
member's blades pointed 
toward those who deserve it. 


If websites were tools, this website would 
be the ultimate tool for rebuilding trust. 


www. RebuildBrotherhood.org 


The Road to Recovery 


While completely awesome, this 


pamphlet is only the first step toward 


rebuilding trust with your friends after 
playing Assassin’s Creed® Brotherhood 
multiplayer. But don't worry. We also 
made a website. It’s a lot like this 
pamphlet. But it also has videos and 
pictures. And words. But the words 
are different. The meaning, however, is the 
same. See you there! 


www.Rebuild Brothe rhood.org 
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ASSASSINS 
BROTHERHOOL) 


Yes, Your friend saw what 
you just did to him. He was 
there. No need to tell him 
about it. 


Dude. It was a nice move. You got him. 

He didn't see it coming. But there's 
really no purpose in vocally 
reciting the event verbatim. 
Exhibiting that much joy in de-spining your 


friend is a sure-fire way to diminish trust. — 
So if you find yourself repeating out 
loud exactly what happened on screen, 
remind yourself that in addition 
to feelings, your friend also has 
eyes. And he just saw It. 


We don t know how to use Twitter. 
Visit www. RebuildBrotherhood.org 


HOW TO IDENTIFY SCREEN 
LOOKERS AND WHERE THEIR 
WEAK POINT IS LOCATED. 
Wandering eyes have driven a wedge between 


many trusting relationships. Especially when those 


eyes wander off your friend s 


screen and onto yours. It’s an 
unwritten rule that screen 
looking is off limits. So if 
you suspect your partner’s 
gaze 1s drifting, a simple tap 
between the legs should set 
things straight. Once his eyes 
uncross, they should stay on his own head’s up display. 


THEY CAN’T UN-TRUST 
YOU IF THEY DON’T 
_KNOW IT’S YOU. 
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Usually when someone approaches you 
in a mask it means you're either getting 
robbed or they want your candy. Either 
way, it’s not a look that inspires trust. But when used 
correctly, hiding your identity can spare all sorts 

of awkwardness between friends. Especially when your 


relationship is based on back slashing. 


That’s why pre-ordering Assassin’s Creed® Brotherhood 


at Gamestop unlocks the HARLEQUIN character 


on multiplayer maps. He wears a mask to hide his identity. 
That means your friend will have no idea you’re the one who 
exposed his kidneys with knives. Instant trust. 


For instant trust Call 1-877-OK-GET-TRUST 


TRUST BUILDING MASKS 
THROUGH HISTORY. 


The HARLEQ@ UIN is not the only character in history to 


successfully use a mask to encourage trust. Here are a few 
others who have used identity deception to keep 
people feeling good about them. 


The SUN GOD RA. 


Now that we have things like 
science and lost things like 

the ozone layer, people find 

it hard to trust the sun. But 
back in the day Ra had quite 
a number of trusting followers. 
And he wore a mask. 


Nice work, Ra. 


ABE LINCOLN. How do you get a shattered 


union to trust you after a civil war? You wear a mask. 
Or in this case a mask of beard. That’s a mask so subtle it 
barely even counts as a mask. Vow he’s on money. 


THE EASTER BUNNY. 


In some cultures he would be 
considered an abomination so 
vile he’d inspire nightmares. 
But here, he’s loved and 
welcomed into our homes 
while we sleep. That is one 


trust-inducing mask. 


Toll Free Trust. 24/7 1-877-OK-GET-TRUST 


HIGHLY VISUAL TRUST 
BUILDING TIPS. 


These are important drawings that can teach you how to keep 
things easy-peasy while pretending to slice up your buddies. 


Proper game room lighting. 


Where to retreat after gaming. 


For additional tips, videos, illustrations and 
animated gifs about this topic, click here. 


www. RebuildBrotherhood.org 


ENTER A WORLD OF MAGIC AND ANCIENT LORE 
~ NOW AVAILABLE ~ 


2 


ONE OF THE MOST;ANTICIPATED P@*STRATEGY GAMES OF THESXEAR 


AN IMMERSIVE, MAGICAL WORLD TOOLS FOR BATTLE EXPLORE YOUR WORLD 

e A rich single-player campaign e Random map generation e Dungeons, monsters & powerful items 
¢ Rich backstory supported by a Random House novel _ e Detailéd.-tactical battle system ¢ Quest system rewarding daring players 
e Persistent Internet multiplayer support e Extensive in-game modding tools e Robust empire building system 
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Mild Lyrics 
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